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Pp at was once in the reach of the few is now in the grasp of the many. The dream 
of flight has never been closer, more realistic or breathtaking. Pro Pilot‘99 brings you 
the only flight sim that recreates pilot procedures, general aviation guidelines, and 
high-tech communication. Here you'll find every component of general aviation in one 


package. Whether you’re a beginner, student pilot, flight enthusiast or 


pilot, you'll soon realize that once you take off, you may never land. 
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Castrol Honda Superbikes 
Fox Sports Golf 


the Brethren is a 
delight to play.” 


"pirate action.” 
- PC gemer’ 


oth storyline 


IN-GAME 


An epic staphic @ aden Te) coming se SOON jor PC/M 


RedJack: Revenge of the Brethren, the RedJac a 
Cyberflix and Dream Factory TM Su: 1Q1N Download the demo at www.thq.com 


ne 


((eCoerszares 


PEROT S 


J wanda eae eith tat 
e 


For descriptions and screenshots from more of the games on our demo 
disk, see the complete CD supplement section on page 44. 
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If you are not getting the CD-ROM with your subscription to Computer Games Strategy Plus 
you are missing great demos and free games every month. You can upgrade your current 
subscripion for only $1 more per issue. Visa or Mastercard are accepted, please call: 
Customer Service: 1.800.283.3542 (US Only) 1.760.745.2809 (CDN and foreign) 
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e Over 200 Race/ Class combinations 
e Scores Of SHOps with thousands of items 
See what your character sees in a 3D world 
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“amazing, bizarre, huge’ 
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complete without FFVII'' 
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Breaking the code 


Saying more by saying it clearly by Steve Bauman 


There's the initial abstraction of the games themselves, which is no doubt part of the reason 

games like Deer Hunter sell so well. There’s the confusion of being faced with so many choic- 
es when walking into your local Software Boutique USA. There’s also the language of gaming and 
gamers. We tend to speak in some unbreakable code, one steeped in obscure vernacular and even 
more obscure acronyms—all we lack is a secret handshake. 

As an example, we receive a lot of feedback from readers confused about hardware, particularly 
over the issues surrounding 3D accelerators. Not only are you interested in which card to buy, you 
also wonder what all of the terms and benchmark numbers casually tossed around actually mean. 
Obviously, not all hardware articles should be written with the advanced user in mind, and bench- 
mark numbers shouldn't be thrown around without an explanation of what those numbers actual- 
ly mean to the person purchasing the card at the local store. 

With that in mind, we created the article on 3D accelerators on page 138. While ostensibly a 
roundup of Voodoo’ cards, it also serves as an introductory guide to 3D accelerators. It’s not com- 
prehensive, but it’s a step in the right direction. In the future, we can cover additional topics, from 
Windows 98 gaming tips to USB peripherals and their benefits to gamers. The articles will be 
focused on gaming and contain evaluation from the perspective of a hardcore gamer, but will use 
language that hopefully everyone can understand. 

This approach can be used in other types of articles as well. When previewing a sequel, for 
example, we'll make sure we cover not only the changes from the previous games, but also 
describe the game for the person who's never played the previous version. It only takes a para- 
graph, but looking at many of our past previews it’s amazing how often that seemingly obvious 
detail has been overlooked. 

The worst thing we could do is alter the tone and perspective of our reviews. The opinions 
expressed therein will always be by and for hardcore gamers; however, how those opinions are 
expressed can be simpler and more inclusive. This doesn’t imply they’re dumbed-down; instead, 
terms can be defined, acronyms explained and we can’t assume everyone has an encyclopedic 
knowledge of gaming. As usual, your feedback will help us determine if this is the direction we 
should be taking. 

On a completely different note, it’s probably not news to anyone that all of gaming is moving 
toward 3D graphics. (It’s probably the psychology of, “3D is better than 2D because it has one 
more ‘D’.") Since this is our “3D Explosion” issue, we've filled it to the brim with stuff relating to 3D. 
We'll have more 3D stuff next month, plus a special feature that compares 2D turn-based and 3D 
real-time strategy games. 

Speaking of 3D, at press time Activision released a demo of SiN—unfortunately, it was too late 
for inclusion on our October cover CD. Anticipation and hype among the first-person cognoscenti 
has been brewing on this game for well over a year, and based solely on the demo, there’s a 
chance the game may live up to it. The demo shows an obvious debt to the original Duke Nukem 
3D, with more environmental interactivity than anyone would ever guessed was possible with the 
venerable Quake // 3D engine. (There’s an example of one of those undefined terms—engine. How 
about “the technology from Quake |/?”) 

Getting the demo out in July was a terrific coup for Activision and developer Ritual 
Entertainment. The release of the full version of the game is scheduled around the time the other 
heavily hyped first-person games are supposed to hit the market. By getting the SiN demo out the 
door first, they have a chance of building strong word-of-mouth—we'll see if it translates into 
sales. As with the real-time strategy wars of late 1997, my guess is that SiN, Daikatana, Half-Life, 
Thief, Requiem and maybe Trespasser will cannibalize each other's sales, with one possibly emerg- 
ing victorious. Of these particular games, pity the one that hits the market last. = 
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We use HyperSnap DX exclusively to capture screens from 
Windows 95 games (it works with DirectX). It’s available from 
Hyperionics, www.hyperionics.com. 
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The first complete surround sound system for the PC combines 
Sound Blaster® PCI128 and Cambridge SoundWorks® PCWorks™ 
FourPointSurround” speakers at a 
breakthrough price. This revolutionary solution offers four channel audio output, 
utilizing Sound Blaster® PCI technology, and four speakers with powered subwoofer 
based on the critically acclaimed Cambridge SoundWorks® PCWorks”™. Don’t 
be fooled by 3D audio simulations over two speakers. Maximize your gaming 
experience with Creative’s true 3D audio solution. 

Visit our Website at www.soundblaster.com/ad/fps/ for more information. 
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4 Z Hey hot shot, you're dead because you didn’t think. To save the Earth in Urban Assault’ 
TER‘PATOOLS you must manage your resources, upgrade your technologies, control your squadrons, and deploy your troops 


: Be ter Geapiics Sonutions using an interactive map. All this at the same time you're shooting everything in sight. 
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It’s the perfect blend of action and strategy that you can make even more 
challenging with multiplayer capabilities. So use that gray matter. Or you Il lose it. 
Think yourself over to www.microsoft.com/games/urbanassault 


An online Quake 


The consequences of Quake Arena by André Vrignaud 


vy} 


as driving the advancement of online gaming 


world for you—id Software recently 

announced that the product that was 
going to be Quake /I/ has taken a rather dramat- 
ic shift in direction. Instead of being like the ear- 
lier Quake titles, which had both a single player 
game and a multiplayer component, id has 
decided to forgo the dedicated single player 
game entirely and create a game dedicated to 
multiplayer play. Single players will still be able 
to play solo, but they'll basically be playing a 
multiplayer game against Al foes (i.e, bots). 

According to id's lead programmer John 
Carmack, the major reason for the shift was 
the desire to eliminate the compromises that 
were caused by trying to create both types of 
games in a single title. To quote John’s online 
.plan file, “The new product is going to be 
called Quake Arena, and will consist exclusively 
of deathmatch style gaming (including CTF 
[Capture the Flag] and other derivatives). The 
single player game will just be a progression 
through a ranking ladder against bot Als. We 
think that can still be made an enjoyable 
game, but it is definitely a gamble.” 

“In the past,” continues Carmack, “we have 
always been designing two games at once, the 
single player game and the multi player game, 
and they often had conflicting goals. For 
instance, the client-server communications 
channel discouraged massive quantities of 
moving entities that would have been interest- 
ing in single player, while the maps and 
weapons designed for single player were not 
ideal for multiplayer. The largest conflict was 
just raw development time. Time spent on 
monsters is time not spent on player move- 
ment. Time spent on unit goals is time not 
spent on game rules.” 

Summarizing, Carmack notes that “there are 
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%y o here's an interesting twist to the gaming 


Quake Il is arguably one of the most influential games in recent history as far 


many wonderful 
gaming experi- 
ences in single 


Person 
Shooters], but 
we are choosing 
to leave them 
behind to give 
us a purity of 
focus that will 
let us make sig- 
nificant 
advances in the 
multiplayer 
experience.” 

The good 
news here is 
that id is finally 
focusing on 
their strengths. | 
don't think it’s 
unfair to say 
that the single 
player experiences delivered by Quake / and I// 
were mediocre... especially when compared 
to the multiplayer versions of the same 
games. Many people had hoped that id would 
learn a lesson from the dreary single-player 
experience of Quake and actually put a game 
into single-player Quake //. Unfortunately, 
while there were a few minor improvements 
(mostly due to better level design), many peo- 
ple were again disappointed when Quake I/ 
was released. 

So what does this announcement mean to 
all of us? Could there be any bad effects that 
come out of the news here? It’s tough to say 
definitively, but there are certain warning signs 
that might be worth keeping an eye out on. 

The first of those signs also comes from 
John’s .plan file, 
where he explains 
that id’s traditional 
pushing of the lim- 
its of graphics tech- 
nology may fall 
by the wayside in 
the future. 

“There is a defi- 
nite effect on 
graphics technology 
decisions. Much of 
the positive feed- 
back in a single 
player FPS is the 
presentation of rich 
visual scenes, which 
are often at the 
expense of framer- 
ate. A multiplayer 
level still needs to 
make a good first 
impression, but 
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player FPS [First- 


Sniping from on-high ... always good for a rush! 


after you have seen it a hundred times, the 
speed of the game is more important. This 
means that there are many aggressive graph- 
ics technologies that | will not pursue because 
they are not appropriate to the type of game 
we are creating.” 

Now, I'd be the first to say that great 
graphics don’t necessarily make the game— 
gameplay is key, and always will be. That 
said, though, good graphics are an important 
facet of a game, and I’m wary about this 
future direction. 

The second potential problem is simply 
that there are quite a few people who did 
play the single player aspect of id’s earlier 
games and enjoyed them. By seemingly aban- 
doning them, id risks dramatically impacting 
the sales of their title. Obviously, they hope 
that there are enough multiplayer fanatics 
out there who will purchase the title to finan- 
cially support them, but there may not be 
enough to generate what id by now consid- 
ers a Standard revenue stream. That, in turn, 
leads us toward another interesting slant that 
id might be considering. 

What if id breaks away from their “online 
gaming should be free” paradigm, and begins 
to charge for some facets of the game online? 
They could charge for anything from play time 
to ammo reloads, to fees for tournaments, 
access to new maps, or perhaps even for per- 
sistent skins and score board ranking. And if 
they do charge, it’s going to anger a huge 
online community of players who have “grown 
up” with free Quake gaming on the net. 

| mostly mention this possibility just to raise 
it—and I'd love to hear your reactions to what 
you'd think if id was indeed thinking along 
these lines. Personally, | sort of doubt this sce- 
nario will happen, but if sales take a dive. .. 
who knows? Your thoughts? # 
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Real-time games do 


have grown in popularity, so too have 

complaints from strategy fans of old, par- 
ticularly those who prefer turn-based games. 
Complaints of “they’re just click fests!” are often 
combined with “they have no strategy!” Many 
times, indeed, these are used interchangeably, 
such that “click fest” equals “no strategy.” |, 
however, want to present the possibility that 
such statements are wrong... or at least inac- 
curate. Instead, many of these games do have 
strategy elements, or require/allow you to 
implement “a strategy.” Where they fall down, 
however, is in the implementation of tactics. 

The thing that got me started on this train of 

thought was Terran Mission 10 in Starcraft. 
There | was, fairly far along in the mission, but | 
kept running out of steam before | made the 
final push. I'd go back to a slightly earlier save 
to try again, but same thing—! could never 
generate enough combat power to take out 
the final enemy base. Was my failure due to the 
game’s being a heathen, strategy-less click 
fest? No, it was because Starcraft (and many 
other games in the genre) actually requires 
some strategizing, and that I'd failed in mine 


\ s the so-called real-time strategy games 


‘ 


where it falls down 


on this mission—my whole strategy for the 
mission was flawed from the beginning, and 
even the fastest mousing in the West wouldn't 
have saved me. 

The thing that many gamers complain 
about has more to do with their ability to 
implement sound tactics in a real-time game. 
All too often, the only way to conduct a battle 
is to lasso all your units into a bunch and send 
them off in a gaggle to war. You might have a 
sound strategy, or overall approach to the 
battle, but your strategy is killed by the sloppy 
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Yes, Virginia, Starcraft does require (and support) strategy; it’s the tactics 


tactical execution involved. 
A good example of this 
dilemma is in Interactive 
Magic’s Seven Kingdoms, 
where heavy “strategic” ele- 
ments like spies, production 
vs. research, and so forth 
are offset by a bewildering 
clumping of units during 
battle. Similar things hap- 
pen in most real-time 
games, including the most 
popular like Command & 
Conquer, Warcraft, and yes, 
Starcraft. Gamers who want 
to try to direct their forces 
intelligently have to do it 
by hand, unit-by-unit, soli- 
dier-by-soldier, and this is 
where the derisive cry of 
“click-fest” should more 
accurately be aimed—the 
lousy support for tactics in 
these titles. 

Now, some games have made an attempt at 
improving this, and more are likely to do so in 
the future. Things 
that can help are 
formations, intel- 
ligent unit Al, or 
even the ability 
to pause a game 
to enter specific 
orders (although 
this isn’t as desir- 
able as forma- 
tions). | don’t see 
us getting terribly 
intelligent unit Al 
any time soon, 
and pause-for- 
orders and forma- 
tions may be 
where the solu- 
tion lies. Games 
have, of course, 
tried formations 
before, but often 
the implementa- 
tions have been 
either clunky 
and/or hard to 
use in real-time, thereby defeating their pur- 
pose. Others have used pause functions 
(indeed, I-Magic implemented it in a patch for 
Seven Kingdoms), but as we'll see, at least one 
major developer is choosing to skip them. 

One upcoming title that shows some 
promise (at least regarding tactical control) is 
Interactive Magic's Theocracy. The pre-alpha 
version of the game | saw at I-Magic’s offices 
featured something that is almost a formation 
“play book.” For each leader unit you can 
design (before combat starts) a number of dif- 
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The Heir to the King of Tank Rush has had its coming out, and 
while looking like a strong entry into the RTS sub-genre those 
who are dismayed by “click fest tactics” aren’t likely to be happy 


ferent formations for the sub-units under his 
control, all accessible during combat at the 
press of a key. Units keep the formations, 
avoiding obstacles when necessary but always 
returning to the right spot when possible. With 
this system, much better tactical control can 
be achieved. 

Compare these methods for reducing “click 
festiveness” with Westwood’s Command & 
Conquer: Tiberian Sun. |n an interview with 
Rade Stojsavijevic, the game’s associate pro- 
ducer, on Computer Games Online 
(www.cdmag.com), our writer Ben Sones asked 
about the possibility of pause-for-orders, and 
Stojsavijevic responded: “It would fit in a game 
with a lot more complexity... a more turn- 
based type of game, like in Sid Meier's 
Gettysburg. In that type game it seemed to 
work really well, but that’s not quite what we 
are going for. You won't be controlling thou- 
sands and thousands of infantry, worrying 
about your battle lines like you did in 
Gettysburg. That was more of a period game, 
and [the pause feature] was more key to that 
style of gameplay. Here [in Tiberian Sun], with 
your lightning-fast units and a more modern 
style of warfare, it’s not as applicable.” 

Of course, in Gettysburg you don’t control 
“thousands” of units (instead it’s potentially 
fewer units than in Command & Conquer), and 
the pause-for-orders function helps the player 
implement tactics (as do the brigade formation 
commands). Apparently, though, one of the 
biggest developers in the genre doesn’t feel the 
need to address the problem of “click-fest tac- 
tics”... so perhaps the rea/ complaint against 
RTS games—that the games can only be won 
by those with the fastest mouse skills—will 
continue to be valid, and gamers with weak 
mouse reflexes will be stuck with the ever- 
dwindling supply of turn-based games. m 
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Kissing the 2D adventure goodb 


hile perusing a list of the more than 60 
WY viens or role-playing related titles 

from this year’s now-long-ago E3, | 
notice that the only games that are designated 
as (mostly) pure adventures are (in no particu- 
lar order): LucasArts’ Grim Fandango; 
Southpeak Interactive’s 20,000 Leagues: The 
Adventure Continues and Dark Side of the Moon; 
Interplay’s Star Trek: Secret of Vulcan Fury; 
Mindscape’s The Blackstone Chronicles: An 
Adventure in Terror; Sierra’s Gabriel Knight Ill: 
Blood of the Sacred, Blood of the Damned (a 
lengthy enough title to count for two, per- 
haps), Quest for Glory V: Dragonfire (which 
cheats by having role-playing elements) and 
Kings Quest VIII: 
Mask of Eternity 
(which cheats by 
having action 
elements); and 
finally, Simon & 
Schuster’s 
Sabrina the 
Teenage Witch: 
Spellbound 
(which, well...it 
goes without 
saying). And P.S., 
none of these 
are Myst clones. 

So what 
about the 
other 50 
Or so 
titles? 
Well, a 
batch of 
them are 
regular 
and hybrid 
role-play- 
ing games, and the others represent the 
beginning of what we may look forward to in 
the future of adventure gaming. While some 
games have elements from several different 
genres, the tag we see applied again and 
again is “3D Action/Adventure.” Indiana Jones 
and the Infernal Machine, Prince of Persia 3D, 
Trespasser, Outcast, Thief: The Dark Project— 
these are just a few of the titles that span the 
two genres, retaining much of what we love 
about both of them. 

Instead of settling for the idea that adven- 
ture games have lost their appeal, | prefer to 
think that adventure games have been feeding 
the other genres for some years now. Today's 
strategy games often have lengthy cut-scenes 
between missions, heightening their cinematic 
quality. Instead of the “just blast everything in 
sight” directive, it’s practically a must for first- 
person shooters to have a plot nowadays, and 
sometimes even interesting characters. Puzzles, 
as well, frequently appear in today’s action 
games. So what does this tell us? That the only 


COMPUTER GAMES 


When genres collide 
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thing left solely to the classic adventure, really, 
is the Traditional Puzzle. It stands to reason 
that if the adventure game is going to survive, 
it must do unto others what has been done 
unto it—incorporate the elements that the 
other genres are doing better. This means 
(gulp, prepare for 
buzzwords) fully- 
immersive, action- 
packed, 3D worlds. 
Does this mean 
that the arcadely- 
challenged had bet- 
ter stop whining and 
get over it? Develop 


Trespasser throws us 
back to the roots of 
Jurassic Park 


Thief: The Dark 
Project—stealth is 
the key 


Grim Fandango— 
half man half beast, 
er, half 2D half 3D 


Gabriel Knight digs a 
hole for himself, and 
for the traditional 
adventure 


Prince of Persia 3D 
drags us by the nose 
into action-adven- 
ture territory 


those twitch-skills? 
Take reflex-enhanc- 
ing drugs? Not nec- 
essarily. As adven- 
tures go 3D-action, 
designers are likely 
to find that scalable 
combat and windows-of-precision are very 
easy to handle. Multiple difficulty levels should 
allow even the worst shot to bypass a rough 
fighting sequence. Cowardly, lame leapers 
should be able to reach that far ledge no mat- 
ter how badly they misjudge. If the combat and 
arcade can be passed over, however, the 


action/adventures of the future had better 
deliver on story, characters and puzzles. 
Imagine taking the combat out of Quake or 
Unreal. Right. 

Indiana Jones and the Infernal Machine incor- 
porates a principle that seems as though it will 


satisfy all levels of play- 
ers [for more on the 
game, turn to page 97]. 
Players may choose a 
very low level of difficul- 
ty, but they will not 
obtain high scores. They 
will be entertained by 
the puzzle elements, 
but be relieved of all the 
stress. More die-hard 
players will have the 
advantage of 
meeting the 
challenge full 
force, with 
scores to 
match, which 
will make 

them feel 
Accomplished, 
Validated, 
Manly. (Er, 
strike that last 
one.) This solu- 
tion seems to 
provide the 
best of all 
worlds. 

Sure, we'll probably see a few more Myst 
clones, and a Tex Murphy sequel or two, but 
adventures for the most part will be taking the 
higher road—using the ever-developing 3D 
technology as the artistic tool it is—to tell a 
story that eventually will be able to be told in 
no other way. wi 


LOL) by Ben Chiu 


ne of the most criticized aspects of tion was definitely lacking—real 
flight simulations is what's generically aircraft don't always fly where 
referred to as its "flight modeling." they're pointed. 
When someone comments, "The flight mod- While characteristics such as 
eling is very good," you'd be justified in ask- roll inertia eventually evolved, it 
ing yourself what that actually means. The wasn't until Kelton Flinn and Air 
main problem with the term is it's too general Warrior came about that a mass 
for any meaningful analysis, which allows appeal AOA (angle of attack) 
semantics issues to cloud the main point— model came into existence. 
does the thing fly like the real thing? Kesmai's Jonathan Baron 
First it should be noted that there is no describes Air Warrior's flight 
such animal as a perfect flight model (particu-. modeling as dynamic force 
larly on the PC). All flight models thus far models—which model the 
have "holes," though the more forgiving of us _ forces of lift, drag, gravity, and 
feel that the deciding factor when discussing moments (force in relation to a 
flight model lapses is whether it affects the pivot point) on the aircraft. What 
normal realm of operations in the simulation. this means is it uses physics to 
Maybe we should back up a bit. determine the aircraft's flight 
There are three aspects of flight modeling path based on its AOA and 
that can be judged: performance (how well velocity. Now we've got accurate Real aircraft don't always fly in the direction where 
the aircraft performs/matches the numbers numbers, function (mostly), and they're pointed, as shown here. Pulling out of a dive the 
of the real aircraft), feel (the most subjective feel (the best at that time—and original flight path (blue arrow), direction of aircraft (yel- 
and as we've discussed, the most hardware arguably, still). low arrow), actual flight path (green arrow) 
dependent), and func- 
tion (when X happens, ed European Air War project) says his way of 
Y should result). Early _ addressing such problems is by using "stabil- 


flight models didn't 
model flight at all. 
They just correlated 
the aircraft's direction 
of travel with joystick 
input (direction of 
travel = velocity vec- 
tor). The result was 
cockpit views that 
always pointed direct- 
ly where the aircraft 
was headed. Even 
though the perfor- 
mance numbers could 
be met quite readily, it 
felt like you were 
slewing around rather 
than flying, and func- 


ity derivatives." Instead of calculating air 
and/or the aircraft behavior force by force, 
he makes use of formulated relationships 
(equations) between velocity, acceleration, 
and position wherever possible to relieve 
CPU workloads. Simply, if you fly at 100mph, 
you'll fly 100 miles in one hour's time, and 
after two hours you'll fly 200 miles. The 
speed of the airplane is the derivative of its 
position based on its rate of change. Similar 
relationships equate to acceleration as 
well—a new velocity can be calculated by 
how long the object has been accelerating. 
With a velocity, you can calculate how far the 
thing actually moved. TK explains because 
"all the forces and moments are functions of 
all the states (velocity, angle-of-attack, 
sideslip angle, pitch rate, yaw rate, roll rate, 
etc.), and for each force and state couple, 
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Flight Unlimited took a different approach that created a unique feel 


Years later, Seamus there is a ‘stability derivative coefficient’ that 
Blackley of Flight Unlimited defines how much the force changes when 
fame came up with a different — the state is changed." 
approach. Instead of basing Warbirds' Dale Addink describes his flight 
flight on the aircraft itself, he modeling as force models with true AOA 
calculated the motion of the modeling. It completely models attitude 
air first, then let "the air move (including roll and yaw) instead of just verti- 
the plane." This produced cal AOA. These two independent models 
flight models with a "fluid" produce the direction of travel, unique feel, 
feel to them (remember your and function effects such as wing blanking 
physics, air behaves like a (fuselage blocks the airflow over flying sur- 
fluid), but computing horse- faces under unusual attitude orientations). 
power limitations left function But perhaps best of all, many "holes" are 
holes as well. avoided in the first place because, for exam- 
: TK Kawahito (Longbow, ple, post departure modeling is not a sepa- 
Claiming over 10,000 parameter calculations (including Longbow 2 flight model pro- rate model. 
a on prop Pisces and cantrot Surtaces!), wesley ts “i grammer, F-15 aerodynamics So which is best? Now that you're armed 
eatures what many feel is the best overall set of flight ' ; 
models ever produced—at least so far consultant, currently leading with what to look for, go ahead and judge 
MicroProse's much anticipat- for yourself. w 
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| From the strategic complexities of the planning room to the heart-pounding rush of 
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| that are never scripted and reflect your ongoing performance. Total Air War - Air Force 
| Commanders know both the command center and the cockpit. 


| 
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Total Air War, from | 
Strategic Mission 
Planner to AWACS 
Commander to front. | 
line Combat Pilot. - 


Groundbreaking 
dynamic campaigns, | 
including surprise | 
scramble missions = | 
and shifting political | 
alliances, provide 
virtually unlimited 
player action in | 
real-time. 


simulation based on 
the award-winning 


Cutting-edge flight | 
F-22 Air Dominance | 
4 


Fighter. 
Instant mission 
generator, detailed 
mission planner 
and comprehensive | 


weapon loadouts 


provide you with 
unlimited play 
options. } 0 


60 highly detailed | 
slanes, 36 weapons | 
models, and 4.5 | 
million square 

kilometers of detailed | 


terrain set in the | 
politically turbulent | 
Middle East. | 
| 
| 


ever is back. 


ET 


been seen, and, 


x 


lucky, return 


_ All images are actual gameplay. _ 
- ©1998 Sierra On-Line, inc. © and/or ™ designate trademarks 
of, or licensed to Sierra On-Line, Inc. Bellevue, WA 98007. 
—__._ Allrights reserved. 
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European Air War 


t's been a while since 1942: Pacific Air War 

was released, so it’s hard to picture 

European Air War as a sequel. It’s really a 
completely new title, covering a different seg- 
ment of the war. In the full game, you'll be able 
to pilot 20 different planes from Germany, 
Great Britain, and the U.S.; defend the shores 


M.A.X. 2 


Mf ur enemies call themselves the 
Concord. They are a collection of ‘var- 
ied’ species, with no collective DNA 

strands to share. Feeble. They lack our unified 

strength.” 


REQUIREMENTS 


DEMOS / 


KEYBOARD CONROLS / 


of England from German 
Bombers; escort B-17’s on their 
bombing runs; or try and shoot 
them down defending the 
fatherland. This demo will allow 
you to fly one mission from 
each side, the Axis or the Allies. 


M.A.X 2: 
Mechanized §& 
Assault and 
Exploration is 
Interplay’s 
sequel to 
1996's M.A.X. A 
strategy game 
that combines 
real-time and 
turn-based 
combat, 
M.A.X. 2 
allows the 


player to choose between 
human or alien units. New 
parallax scrolling technolo- 
gy creates 3-D terrain where 
units on higher ground 
appear larger than units on 
lower ground, giving the 
gamer the realistic feel of 
soaring above the terrain. 
The demo offers several 
missions of increasing diffi- 
culty and complexity. 
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Mk | Infantry t 


The mnow-stardard sektier of the 


Comcerdé are these Human 


2 infantrgmen. They are armed 


th variety of weapons, 
mechiding LAW tlight Anti-tank 


= “Veapons! rocket launchers. 


Winte mot partkwlharig deadiy on 
the modern armored battlefield, 
they have the advantage of 
being abic spet Infilt.raters 
and Pst-Spawn. Mot many units 
art 


COMPUTER GAMES 


lack Dahlia errr: 


lack Dahlia is an adventure title from 
Take 2 based on the infamous and 


gruesome murder of actress Elizabeth This demo will allow you to explore 
Short that occurred in 1947. Among the rela- | one room, learn how the interface works, 
tively big name actors and actresses (for PC and shed some light on how the story 


games anyway) appearing in Black Dahlia will be told. 
are Dennis Hopper, and Teri Garr. Black 
Dahlia has received critical acclaim (includ- 
ing 4 out of 5 stars from us) for it’s immer- 
sive atmosphere and long hours of classic 


adventuring gameplay. 


Pa 0 : e’S G oa Nn ‘< ia a Russian-US coalition. tary equipment, and even some hypothetical 
There are also 19 other instruments of warfare dreamed up by the 


nations represented in creative minds at SSI. The demo pits the US 
eople’s General is a near-future the 36 scenarios available with the full, retail forces against a Chinese formation in a 
wargame, and the second game in the version. The game features modern day mili- —_— pitched air and land battle. 


Living Battlefield series (Panzer General II 
was the first). The setting this time is Western 
Asia, with Communist China invading a 
weakened Russia to try and take over 
resource-rich areas of Siberia. On one side 
you have the Chinese, on the other you have 


lhdah ee ee 


CGCD ROM INSTALLATION INSTRUCTIONS 
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Sipas d-08f Wing 


Take damage pat up to 40° 
break-off points per plane ~ 
engines get knocked out, 

a shot off and forn 
beh flutters in the 
ically affecting. 
Night dynamics, 


Aint 


de ed American, 6 erman and d British 
Fortress, 


is a traden 
ade seats the properties of their respective owners. 


The Battle Never Ends 


Take on 90 missions with advanced squadron A.I. settings, 
customize campaigns with an easy-to-use mission editor, 
and face up to 16 opponents in multiplayer combat. 


he original KKND took its fair slice of the 


real-time strategy pie when it was first 

released. Now Beam Software hopes to 
build upon their success with KKND2: 
KROSSFIRE. All three armies are back, the 
Survivors, the Evolved, and the out of con- 
trol Series 9 agricultural robots, which are 
hell-bent on destroying all of humanity. 

With over 50 units among the different 

armies, 51 single player missions, and 
advanced Al that sends scouts out to learn 
the strengths and weaknesses of its ene- 
mies, KKND2: Krossfire is on the cutting edge 
of current real-time strategy games. The 
demo offers several missions with each side 
represented at least once. 


iene 
408) 289 1411 _- 
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33MHz Pentium, 16MB RAM 
are * www.beam .com.au 
Tech Support: +61 (0) 3 9866 8300 — 


have really enabled the player to fly ships 
any larger than small fighters or bombers. 
Independence War allows the player to fly a 


here are a lot of space flight simula- 150 meter Corvette in the year 2268. Rebel 

tions, such as the Wing Commander and __ colonists have assembled a fleet of com- 

the X-Wing/TIE Fighter series, and more mercial, mining, and stolen military vessels 
recent games like Descent: Freespace and X- that must be crushed, and you're the cap- 
COM Interceptor. None of these, however, tain to do it. 


This demo supplies five minutes of game- 
play, and allows you to use one workstation 
(NAV) where the pilot would sit. 


ViNG THIS DEMO { 


es 


FEARLESS 
CORVETTE 
THRUSTER 
Comms | 


ONG 13 


; Mplayer is a registered trademark of Mpath Interactive, Inc. The Mplayer logo and mplayer.com are trademarks of Mpath Interactive, Inc. Internet Gaming Zone is either a registered trademark or a trademark of Microsoft Corporation in the United States and/or other countries. © 1998 Red Storm Entertainment 


ZONE». 


PLAY IT ON ZONE.COM 


Tom Clancy's ruthless.com, the 
simultaneous turn-based strategy 
game that lets you build a 
corporation EA Ko)9) the bodies of 
your competition. Use thugs, 
hackers or the occasional lawyer 
to get what you want, the 

way you want. It's your empire. 


You decide. 


‘ 5 
7m rs z 
eee e 


them in 


paperwork. 


www.tomclancysruthless.com 
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.. Adventuring spirit of Tomb Raider’ with es 
the platform jumping puzzies of Mario 6% i. 
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JicrclenVs Cosesein/ _ 


Fully animated 3D arms and 
legs for punching, running, 
climbing and swimming 


Stunning graphics in 65,000 
colors with standard SVGA 
or 3Dfx cards, including the 
~new Voodoo 2 cards 


Bria 


ea 
ee 


SS 


Spectacular Bump Mapping 
technology creates incredibly 


detailed textures* 


TNXsigeil ¢ A) ee | 
©1998 Utopia Technologies, Inc. 


The Operational Art of War 


he Operational Art of War, Volume 1 is 


TalonSoft's latest wargame, designed by 


wargaming guru Norm Koger. With state 
of the art graphics (for a wargame), a complete 


scenario editing system, and a variable game 


scale, any wargame fan should be in heaven. 
Operational Art of War allows you to recreate 


virtually any battle during wartime between 


REQUIREMENTS 


the years of 1939 and 1955. The scope of the 


game can range from control of individual 
companies to entire corps, and from 2.5 miles 
per hexagon to 25 miles per hexagon. 


Game, Net & Match! 


ennis titles have been very scarce late- 
ly, but Blue Byte is set to remedy that 
lack. Game, Net & Match! features realis- 


tic polygonal graphics, and a field of 100 
male and 100 female players to compete 
against in seasonal play. There are also 13 


different courts with 4 different playing sur- 
faces, and a season of 169 distinct tourna- 
ments. Computer controlled opponents can 
even get frustrated or emotional, affecting 
their on-court play (Nastase and McEnroe 
fans rejoice!). 


The demo allows you to train, and to 
play a single match, but is time-limited. 
You may also try out Blue Byte’s Demo 


Server, which will allow you to play other 
humans over the Internet. 
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Presenting the Age of Empires’ Expansion: The Rise of Rome. 


Age of Empires is now going where you always and punishing Fire Galley—all on new and challenging 


t # wanted it to go: Rome. In addition to the Roman maps. Plus, this highly anticipated Expansion Pack 


Me i! Empire, this official Expansion Pack also includes features four new campaigns and production queues to # 


the legendary civilizations of Palmyra, Hellenes, and 


carefully plan your historic civilizations growth. 


Carthage, each with their own strengths and So visit www.microsoft.com/games/aoeexpansion 


weaknesses. Test your mettle with new units like the 
crafty Camel Rider, powerful Scythe Chariot, fearless Slinger, 


and start extending Age of Empires into a new era 


of world domination. 


INTERNET GAMING 


ZONE 


PLAY IT ON ZONE.COM 


Microsoft: 


You need the full version of Age of Empires to use Rise of Rome Expansion Pack. ©1998 Microsoft Corporation. All rights reserved. Microsoft and Age of Empires are registered trademarks of Microsoft Corporation in the United States and/or other countries. 
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The summer of litigation 


and rumors; be sure to. 
stop by our web site at 
WwWw.cdmag.com 


latest industry news 


MicroProse, Activision and Blizzard settle their legal disputes 


he month of July saw the end of two 
game-related lawsuits, the first of which 
was the eight-month legal battle over 
Civilization. The second was the controversy 
that erupted when Blizzard admitted it had 
obtained user information about players without 
their knowledge. 

Activision, MicroProse, and Monarch Avalon, 
the parent company of The Avalon Hill Game 
Company, settled their civil lawsuits against each 
other regarding the ownership of the Civilization 
gaming franchise. Under the settlement agree- 
ment, MicroProse retained worldwide ownership 
of the Civilization trademarks and copyrights. 
Activision and Avalon recognized MicroProse’s 
ownership of the property, and Avalon Hill trans- 
ferred all of its rights in Civilization trademarks, 
board games, and computer games and domains 
to MicroProse. 
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Separated at birth? Sid Meier's Civilization II 
and Civilization: Call to Power 


56 COMPUTER GAMES 


Activision’s upcoming strategy game, 
Civilization: Call to Power (see page 58), will be 
developed and published under license from 
MicroProse. However, Activision owns the rights 
to the name Call to Power and the company 
obtained the rights to develop and publish an 
add-on to the game as well as the conversion 
rights for current console game systems. 
Activision also acquired the worldwide publish- 
ing rights, excluding Japan, for the PlayStation 
version of Civilization II. 

Sid Meier’s Civilization, the original 
Civilization computer game, had been developed 
and published by MicroProse under license from 
Avalon Hill, the publishers of the popular 
Civilization board game. Last year, Activision 
acquired the Civilization name from Avalon Hill. 
Activision and Avalon Hill then filed a lawsuit 
against MicroProse. The two companies claimed 
that MicroProse’ license for Civilization had not 
covered Civilization II, which MicroProse 
released in 1996. 

In January, MicroProse filed a countersuit 
against Activision and Avalon Hill. The company 
also acquired Hartland Trefoil, the U.K.-based 
creator and original publisher of the Civilization 
board game. MicroProse argued that Avalon Hill 
had only served as Hartland Trefoil’s distributor 
outside of Europe. 

The end to the legal dispute also clears up the 
murkiness surrounding one of gaming’s most 
popular franchises. The best-selling Civilization 
games are considered by many to be among the 
best strategy games published. 

MicroProse CEO Steve Race said, “This settle- 
ment clearly establishes MicroProse as the holder 
of the Civilization property. We are pleased with 
the amicable resolution reached by all parties 
and believe the resolution will reduce consumer 
confusion regarding the Civilization brand in the 
marketplace.” 

In an unrelated transaction that occurred after 
the above deal was hammered out, Hasbro pur- 
chased The Avalon Hill Game Company and, 
according to a Reuters news report, will create a 
new division. How this will affect Avalon Hill’s 
existing properties is, at press time, unknown. 

According to the Avalon Hill website, and ver- 
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Blizzard won't be snooping in anyone’s registry 
with Starcraft 


ified by CGS+, all employees of Avalon Hill were 
terminated. The site went on to say, “thanks to all 
the loyal fans who have supported The Avalon 
Hill Game Company for three decades. Really. 
We mean that.” 

Blizzard’s privacy controversy came to quiet 
end with the settlement of the lawsuit filed by a 
California attorney. As reported in issue 93, 
attorney Donald P. Driscoll filed a lawsuit 
against Blizzard after the company disclosed that 
it had obtained user information about players 
without their knowledge. The information came 
from the players’ Windows registry when they 
attempted to log on to battlenet. Blizzard 
explained that it had obtained the information to 
determine why certain players were having trou- 
ble logging onto the site, which is the only way 
to play StarCraft online. 

The lawsuit alleged that Blizzard had violated 
sections of the California Business and Professions 
Code and the California Penal Code. Moreover, it 
had sought a full refund for purchasers of the 
game, and for Blizzard to remove the “trapdoor” 
used to collect information. However, the settle- 
ment turned out to be much simpler. 

“Blizzard Entertainment will agree not to 
upload without consent information not provid- 
ed by Blizzard from a user’s registry whether 
by StarCraft or by any other program,” Driscoll 
said. “(And) it will require any licensee of the 
Blizzard technology to make the same agree- 
ment.” —Jason Ocampo 


The most anticipated RPG of the year. 


Ss Explore an immense, 

is * intricate game world - from 
cloud-covered mountains & 

rain drenched plains to dark 

catacombs & abandoned temples - 

all meticulously rendered in tush, 


6-bit SVGA graphics. 


Invoke more than 106 spells 
fe «=~ Erceze enemies with an icy 
= ~ blast from a Cone of Cold, or 
incinerate them with a searing 
stream of magical flame. 


© Push your leadership skills 

: 7 to the limit as you guide a 
~~ party of up to six characters, 

each with a personality that affects 


gameplay. 
| oy Dont let your Easborn 
Ay hye | di.the arrogant 


ig * od their 
teamwork in your’ next battle. 


Create your character from 
six AD&D® races and 26 


BY GAMERS. FOR GAMERS.” 
www.interplay.com 


In the FORGOTTEN REALMS ©, we've lived through foul pestilence, vicious 0 exorbitant Taxes, 


and even the occasional dragon. But when HE showed up, things really started getting ugly. 


Prepare to be immersed into a world of intrigue and mystery on a perilous sai to rescue a storied 
land from impending war. Even your own soul is at stake as you and a party of adventurers become 


j 


i 
© 


entangled in a dangerous riddle of betrayed alliances, dark prophecies and nerds 


Will you become the unlikely hero of the story, or merely another of its unfortunate casualt ties! 
Before you answer, the big guy here might have something to say about it. 
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_ different classes and subclasses. You control every attribute, down to 
skin and hair color, weapons, and armor - ali accurately depicted on-screen. 


Advanced 


Dungéons&Dragons® 


ADVANCED DUNGEONS & DRAGONS, AD&D, 
terplay under license. Interplay, the 
e trademark of BioWare Corp. Ail rights 
operty of their respective owners. 


Civilization: Call to Power 


Can Activision’s game out Civ the original? 


THE LEGAL BATTLE FOR 
# the Civilization name in computer gam- 
ing is over, and MicroProse emerged the 
ostensible winner. As part of the deal, they’ve 
given Activision a license to produce their game, 
so (for the short run at least) it looks like 
Civilization: Call to Power will be the only third- 
generation Civilization game on the market. 
So what, then, iba Activision: S game look like? 


A whic of the line faccea a swarm ne Viking 
longboats 


Close Combat Ill © 


Stomping ‘cross the steppes 


WITH TWO BATTLES ON 
* the Western Front under their collective 

belt, Microsoft and developer Atomic 
Games are taking their Close Combat series of 
World War II tactical wargames in a new direc- 
tion, towards the Eastern Front and the vast 
expanses of Soviet Russia. 

While the second game in the series, Close 
Combat: A Bridge Too Far, made some evolutionary 
steps forward, Atomic is making some more drastic 
changes to the system for Close Combat III, many of 
them requested by gamers. The biggest change is 
that instead of covering a single battle you will get to 
lead a “fire brigade” through four years of combat 
on the Eastern Front, fighting in some of the most 


The wide open h ccappes in the middie th a 
Russian winter—some of the hardest fighting 
of the war occurred here 
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= Ultima: Aeon opal lost ta its producer. Ed Del Case 3 


After seeing an early version of the game, the 
influences of the original game are evident every- 
where, from the style of play to the visual look. 
Call to Power covers some 7,000 years of history; 
like the original, it starts in early nomadic times 
(circa 4000 B.C.), but goes far into the future, 
running as late as 3000 AD. 

In the original game, your primary offensive 
tools were armies, but Call to Power gives you 
some of the other tools of nations; expect to 
encounter terrorism, evangelical movements 
(useful for weakening enemy populations), and 
other such nasty tricks of the trade. Cause and 
effect will play a bigger role—that virus you 
spread may infect someone other than the 
intended target, which may open a war on a 
whole ‘nother front from the one you planed 
for.... Planning and readiness must be taken into 
account too—unless your military is ready, don’t 
expect them to fight off an invasion. 

As one Civilization fades into history, another 
rises in its place; whether this Civilization is 
stronger than the first or just an echo of past glo- 
ries is hard to say at this point, but would-be vir- 


significant actions of the 
war. The maps that you 
fight on will be four times 
larger than in previous 
games, and you'll have 
more command responsi- 
bilities between fire fights 
than you did in A Bridge 
Too Far. 

Some of the new fea- 
tures include more 
armor (it won’t be so 
infantry-focused), artillery strikes (beyond mor- 
tars), waypoints, formations (no more “gaggle of 
geese” groupings), mines and trenches, com- 
mand units, leader radius effects, and so on. 
Because of the extended time period covered, 
you'll see equipment and units improve and 
numerous unit types (including, because of Lend- 
Lease, some familiar equipment from the first 
two games). 

Visually, the game keeps the 16-bit art intro- 
duced in A Bridge Too Far, but Atomic is promis- 
ing improvements in the representation of topo- 
logical features and are introducing seasonal ter- 
rain changes. The Battlemaker of the first game 
will be expanded in that you will now be able to 
build your own operations as well as single battles. 


Armor ambush! 


tee to cancer. One of the true pioneers in the field of ge gamin 
classics as M.U. ce, seven Cities of es and Command HQ... 


Pikemen meet the legions in combat while bat- 
tleships look on 


event ina mythical world, Moscow is still the 
center of Russia 


tual historians (or history makers) are sure to 


keep a close eye on the development of this one. 
—Scott Udell 


Civilization: Call to Power « Activision ° 
Windows 95 


Current plans call for an early 99 release—no 
Spring campaigning here, Microsoft intends to let 
you start the offensive in the middle of Winter. — 
Scott Udell 

Close Combat Ill + Microsoft * Windows 95, 98 


Fighting i in ther remains of a edttective farm 
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THE FUTURE 


We Puaving 


From acclaimed game designer D.W. Bradley, creator of Wizardry V, VI and VII, comes an adventure as infinite 
as your imagination. Swords and Sorcery - Come Devils, Come Darkness is about to change gaming forever. 


WOTUS 6 CUES 


COME DARKNESS 


COME DEVILS 


« INTERactive 


©1998 Virgin Interactive Entertainment Inc. All rights reserved. Swords and Sorcery is a trademark of Virgin Interactive Entertainment Inc. Virgin is a registered trademark of Virgin Enterprises, Ltd 
Virgin Interactive Entertainment, Inc., 18061 Fitch Avenue, Irvine, CA 92614 U.S.A. For information on this product's rating, please call 1-800-771-3772. 
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Good and Evil 


Cavedog’s own Wonderland 


= RON GILBERT, CREATOR 
of the Monkey Island series, is returning 

to his roots in design. He really loves the 
combat model in strategy games, the puzzles in 
adventures and the attachment one feels toward 
characters that are created through role-playing. 
In Good and Evil, he wants to combine the 
strengths of these three genres. “We spent a lot of 
time developing the technology. I wanted to get 
all of that out of the way as quickly as possible.” 


A western town at the bottom of a dry gulch 


Combat Mission “°" 


So at this writing, the 3D top-down engine is well 
underway, even though the game will not ship 
until Christmas ’99. 

You are a reluctant hero dropped into a uni- 
versal crisis. The classic struggle between Good 
and Evil throughout time has begun to give you 
heartburn. You meet a fortune teller who 
describes the struggle, and it is through her that 
you are able to jump into various worlds via her 
tarot cards. There will be over 50 levels to “solve” 
in any order, and you'll assimilate a crew along 
the way. As you go to other worlds and solve 
things, you may find characters who will want to 
join you. You may enter a place with two char- 
acters, and then leave with four, or even 400 
(Gilbert envisions units representing full armies). 

The most compelling thing about this title is 
the setting and character mix. Instead of a uni- 
fied world, we'll see something a lot more 
bizarre. You may start out in a classic fantasy 
environment with a knight and a troll, and then 
jump into another world that is populated with 
pirates, or a Wild, Wild West type of world inhab- 
ited by gunslingers, Kung-Fu fighters, cyborgs or 


scheduled for rele 


A pirate’s cove with a Looney Toon clock 


mobsters from the 1930s. In this manner, you 
will eventually be able to have quite an eclectic 
party as, perhaps, you and a space alien and a 
mobster take on the universe. Look for lots more 
on this title down the road. —Cindy Yans 

Good and Evil * Cavedog Entertainment « 
Windows 95 


Big Time Software takes command of its own ee 


M DEVELOPER BIG TIME 
_“ Software has broken from Avalon Hill and 

taken the project formerly called Computer 
Squad Leader with them. Renamed Combat 
Mission, the game is not Squad Leader-on-a-com- 
puter; because of copyright issues, Big Time’s 
President and lead developer, Charles Moylan, can 
use only original content in Combat Mission. As 
with the Squad Leader board game, Combat 
Mission is a turn-based wargame covering tactical- 
level combat during World War II. From there, 


And early (pre-alpha) panoramic shot of the game board 
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though, the design begins to diverge significantly 
from the classic board game. 

While turn-based, the game uses what Moylan 
refers to as a “preplot” system in which the play- 
er clicks on his tanks and squads and guns and 
gives them orders while the action is paused. You 
then click the “action” button and the troops 
come to life for sixty seconds of, according to 
Moylan, “gritty ‘real-time’ combat action... then 
the next turn begins.” (This is also known as 
simultaneous turn execution, but is an approach 
that hasn’t been used much 
in the last two years.) 
“Planning ahead is critical 
because players cannot 
change unit orders during 
the 60-second action 
phase,” says Moylan. “The 
key to Combat Mission is 
strategy—no fast reflexes 
or quick clicks required.” 

The other big change 
comes in the eye/ear-candy 
front. Moylan says, “The 
overall look is a bit-like 
Myth, but unlike that game 
Combat Mission is turn- 
based and fully three-dimen- 


The harman and she Panther see each other 
at the same time—who’s going to get in the 
first shot? 


sional, not just 2D sprites on a 3D terrain. Combat 
Mission is much like playing with World War two 
miniatures, except these miniatures come to life 
and fight it out....” 

Despite the split with Avalon Hill, develop- 
ment on the game continues apace; Moylan says 
Big Time has the resources to finish it themselves 
if need be, and is projecting a rough release date 
of Spring ’99. Big Time has not yet announced a 
publisher, although Moylan indicates that talks 
are well underway. —Scott Udell 

Combat Mission « Big Time Software ° 
Windows 95, MacOS 
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Gunship III 


The classic chopper sim gets a new rotor 


BEFORE THERE WAS 
Longbow or Comanche there was 


Gunship, the game that brought us from 
the arcade-like realms of Choplifter into true 
helicopter simulation. A follow-on product, 
Gunship 2000, made use of such advanced tech- 
nologies as VGA and was at least as popular as its 
predecessor. That, however, was years ago, and 


Banking low over a burned-out village... Just 
where are those T-72s hiding, anyway? 
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Man of War2 2 


1 nter and Zebco Pro Fishing 3D.No word, however, 0 on whe 


since then other products have come 
along and stolen Gunship’s thunder, 
something that MicroProse intends to 
change with Gunship III. 

Gunship II will focus on three differ- 
ent helicopters: the AH-64D Apache 
(Army) and AH-1W Cobra (Marines) will 
handle the heavier attack duties while 
the RAH-66 Comanche will cover the 
light attack/recon activities (for multi- 
player they'll probably add either the 
Russian Hokum or Havoc, or perhaps both). 
Current plans call for the expected single battle 
modes in addition to five campaign areas 
(three—Moldavia, Poland, and Irag—from M1 
Tank Platoon II and two new ones, including 
perhaps South America). 

The game is built upon the graphics and sim- 
ulation system developed for M1 Tank Platoon 
I. Changes will include extending the viewing 
range (to support the longer-ranged views 
achieved in the air) and enhancing performance. 
They also plan to add weather effects, cloud lay- 
ers, and new missile types; also, between mission 
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Playing combat chicken with a hull-down tank 


management of maintenance, supplies, and 
replacements will play a part in the game. 

Perhaps the most intriguing aspect is the abil- 
ity to link with M1 Tank Platoon II so gamers 
can fight cooperative, combined-arms battles 
with friends on the ground. MicroProse is even 
kicking around ideas for a third product, a 
wargame that would let one person act as com- 
mander for multiple helicopter pilots and tank | 
commanders (human or Al). 

If name recognition alone were enough to 
knock Longbow 2 from its throne at the top of 
the helicopter sim hill, Gunship II would be the 
one to do it. Gameplay, though, is the key, and 
for that we'll have to wait until the middle of ’99 
before getting our rotors all a-whirl. —Scott Udell 

Gunship Ill * MicroProse * Windows 95 
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Real-time ape with ships of wood, canvas, and rope 


' LIKE FEW OTHER PERI- 
y ods, the hie. of Sail is one that captures 

not only wargamers’ intellectual interest 
but their hearts as well. Massive ships, thunder- 
ing cannon, swarms of men in close-quarters 
fighting from precarious perches... all images 
that come to mind, but none that have been cap- 
tured very well in recent wargames. 

Developer Strategy First’s Man of War, 
released last year, was a game of mixed styles 
(and mixed reception). It was a turn-based game 
wherein you plotted your orders on a 2D map, 
then watched your turn play out in real-time 3D 


The lines meet 
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from the deck of a ship; while you 
could move about the ship and 
watch the action from different per- 
spectives, you had no control dur- 
ing this real-time phase—you were 
only an observer. In Man of War 2, 
you'll not only watch but also com- 
mand from 3D and in real-time. 
Just what you are controlling 
will depend on the role you take 
on. At the lowest level, that of a 
ship’s captain, the game will almost 
be a wooden ship simulator; you'll 
issue specific crew orders, select 
shot types, focus on ship damage 
or casualties, and so on. You'll also 
need to respond to directions from 
your superiors—these weren’t 
called fleet battles for nothing. One 
step higher and you'll be a Division 
Commander, responsible for ordering the forma- 
tion and movement of the ships in your squadron 
and responding to orders from your Admiral. At 
the highest level you’ll be the Fleet Admiral, con- 
trolling the entire fleet, plotting strategy and 
observing the development of the battle. Should 
your flag ship get sunk while you survive, you'll 
watch from a rowboat as the battle rages around 


Combat the slannahte: as wel as the enemy. Notice the rs 
trol panel” by which you issue orders to your ship 


you, helpless until one of your vessels picks you 
up (you hope it’s one of yours). While you can 
chose to play historical commanders, you may 
also create your own persona. Nurture your 
career carefully and you may end up command- 
ing in your own Trafalgar. —Scott Udell 

Man of War 2 « Virgin Interactive « 
Windows 95 
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Imagine the Earth. Ravaged by 
famine. Unable to sustain life. 


Reliant upon plants and minerals 
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Imagine a race of vicious aliens. 


Hurtling through. space. 


Desperately searching for nourishment. Willing to stop at nothing to get it. 
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Get ready for the most intense real-time battle in the universe. Blast your 


way through 5 colonial bases and 50 _ brain-crunching scenarios—all in 


isometric, retina-frying 3D. 


Choose from 5 different types 
of characters, each with its own 
special function, and a random 
arsenal of weapons. Go it alone 


or team up with your friends 


over the internet. 


If you made it through Starcraft”, it's time to meet the real enemy. 
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AMONG THE EA SPORTS 
. " lineup, no game elicits the passionate 
response of the HZ series. A significant num- 
ber of people think it’s the pinnacle of PC sports 
games, but there have been a few voices, including 
our own, that have accused the series of having a lot 
of style but little in the way of hockey substance. 
The latest edition of the game, as usual, aims to 
dispel any negative perceptions. NHI 99 remains an 
official NHL and NHLPA licensed product, meaning 


ane: 


EA Sports gets cool this fall 


real players on real teams. It’s still 3D, 
with full polygonal players with player 
pictures mapped on the faces. The 
motion capture for the players was done 
by Mike Sillinger, John Vanbiesbrouck, 
Markus Naslund, Mattias Ohlund and 
Donald Brashear. It will include an 
expansion draft for the new kids on the 
block, the Nashville Predators. The 
game will also be the first to implement the new 
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Serious sim developer lets its hair down 


BY USING THE NAME 
' Wargasm it’s obvious that developer 
" DID is out to have some fun. It’s also the 
best way to let gamers know that this is some- 
thing different from the serious simulation 
products they’re known for. Wargasm posits a 
future where all wars have been banished to the 
World-Wide War Web (WWWW). This cyber-bat- 
tlefield sees the world divided into colored 
regions corresponding to political boundaries in 
the real world; your goal is to fight the good 
fight and make certain that e-map is all your 
color. You'll start a battle in “strategic” control 


A Hind gets one off just as it gets one 
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of a number of troops and vehicles, 
which you can command via a drag 
and drop interface in real time (think 
Command & Conquer). 

Rather like the ill-fated Flying 
Nightmares 2 project, you can then j 
chose to drop down to a tactical | 
action-simulation level, but unlike 
that title you can fight from several 
different perspectives: fly a_heli- 
copter, drive a tank, or even run 
around in grunt-mode. The virtual 
vehicles of the WWWW are based on 
real-world ones like the M1 and 
Challenger tanks, the Apache and 
Cobra helicopters, and the A-10 
ground attack plane (note that you 
won't be able to drive all the vehicle 
types). With all these vehicles, fans of DID’s pre- 
vious hard-core simulations must wonder how 
they are going to replicate that feel, and the 
answer is: they aren’t. DID says it best: “no big 
manuals, no plethora of controls, but plenty of 
action....” So you hard-core sim fans out there, 
you’ve been warned. 

On the buzz-word front, DID is going all out. 
The game is based on their new 3-Dream engine 
which does all kinds of whiz-bang effects: weath- 


igner and lead programmer on the upcoming Black ! 


I’m happy to be scoring on you 


1998 rules, including a smaller crease and video 
judges calling the referees on crease violations. 

In addition to a new beginner difficulty level, 
this version of the game has the usual visual 
tweaks—more and better animation, higher-poly- 
gon count objects. It also features the requisite AI 
improvements, including tougher goalies, shot 
deflections, stronger neutral zone play, odd-man 
rushes, better play behind the nets and “enhanced 
fighting” (that’s an AI improvement?). They’re also 
claiming improved puck physics. Producer Ken 
Sayler also says, “We’ve turned down hooking and 
fixed the ‘drag-puck’ scoring move.” Finally, a 
new feature has been added: “Marc Crawford’s 
Coaching Drills,” a practice mode. 

This fall we'll see if the added features allow 
NHL 99 to pass muster with the tough critics out 
there. —Steve Bauman 

NHL 99 « EA Sports * Windows 95 


Desert duel 


er, night vision, smoke, lighting effects, and 
explosions (Jots of explosions). The game will 
run with or without hardware acceleration, sup- 
ports MMX and AGP, and will rattle your stick if 
you have force-feedback. You can also take on 
other humans via the game’s multiplayer mode 
(get ready to wince), “Multiple Wargasm.” You'll 
get your chance to lose your gaming virginity 
when Wargasm ships later this year. —Scott Udell 
Wargasm * DID * Windows 95 
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1941: German armies have overrun Europe, Now the High Comma 
turned its attention eastward to Russia, and is preparing to inva 
Motherland in the largest military operation the world has ever seen. © 
millions of soldiers will take up the fight to either bring Russia to ifs 
or to repel the invasion and bring the German war machine to a grinding 


Now you can command the complete forces of either nation on the cast 
Front, in a wargaming simulation of unprecedented scale and detail, — 
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Radical new approach to wargame design gives you control of troops by the thousands while the 
game engine simulates movement, engagement, supply, morale, and more with incredible detail 
that goes all the way down to individual companies. : 


Plan operations just as a real commander would, drawing operational maps and drafting orders to 
distribute to your armies then watch as your commands are carried out in real-time. 


Wage war on real terrain with realistic representation of command and control. No hexes, no turns, 
just pure simulation of military command on an unprecedented scale. AWA A lbareleiierereliil tm ele in) 
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of ABCTIOM 


ver the course of the last few months, 

we've run articles on games like Max 

Payne and Rainbow Six (last month): 
ODT, Omikron and Giants (CGS+ 93): 
Requiem: Wrath of the Fallen, Prax War and 
Descent II! (92) and Messiah and Extreme 
Warfare (91). This month, we'll look at some 
of the other 3D action games, the ones not 
called Daikatana, Sin or Half-Life. 

Many use a third-, as opposed to first-, 
person view, almost all support some form of 
3D acceleration and many are designed, from 
the ground up, for multiplayer. Some are 
sequels to games you're familiar with while 
others hope to start new franchises. The 
games range from the military-centric Delta 
Force to the run-jump puzzles in Tomb Raider 
lil, Prince of Persia 3D and Rayman 2. 
somewhere in between lie the classic 3D 
shooters like Heretic I, Star Trek Klingon 
Honor Guard and Vigilance. All offer some 
tweaks to the basic formulae established by 
the originators of the genre: Doom, Duke 
Nukem 3D and Quake. 
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DelfS 
Force 


YOU can only get so much 
mileage out of the fast, furious fanta- 
sy gameplay of Quake and Unreal. 
The time has come for first-person 
action to come back down to Earth. 
Sure, it’s thrilling to plug away at 
demons with Mega-Plasma Hyper- 
Chain Bio-Blaster Rifles. But the level 


_of fear in these situations is unreal 


indeed: when you've got 100 hit 
points encased in 200 points of 
armor, a round from anything shy of 
the ultimate BFG is tantamount to a 
spitwad. NovaLogic hopes to revive 
the fear of something as mundane 
and tangible as a bullet in their 
upcoming Delta Force. 

Delta Force is an action/simulation 
based on the operations of the U.S. 
Army's special forces unit, composed 
of choice members from the Green 
Berets and Rangers. It allows you to 
play from a first- or third-person 
point of view, leading a team of men 


This isn’t a 


on missions around the world. You bridge too far 


choose your primary and secondary 
weapons from an arsenal of real- 
world arms. Use your sniper scope or binoculars to recon 


enemy positions. Satchel charges and claymore mines 
will add a bit of fireworks to the proceedings. 


Sound familiar? 


"OM, sure,” you may think, “I played that game when it 
was Called Spec Ops.” But Delta Force differs from 
Zombie's quasi-realistic action game in a number of 
important respects. Firstly, the power of modern firearms 
isn’t underplayed in Delta Force. Weapons fire is lethal, 
not only to the enemy, but to you as well; there are no 
health points in Delta Force. One hit and you're down. If 
you're lucky, you may get winged in the arm, but don’t 
expect to survive a second hit. And don’t expect to see 
floating MedkKits. De/ta Force operates according to the 
doctrine of contemporary warfare that weapons are.so 
deadly that if you can be seen, you're dead. 

To help with situational awareness in.so lethal an envi- 
ronment, weapons fire is traced with a thin white line, 
almost like a smoke trail. Theeffect is disconcerting at 
first, but it’s indispensable for seeing where gunshots are 
coming from and where you need to take cover to avoid 
them. These white trails also give players ample reason to 
hold their fire until they've got a clear shot; once you start 
firing, you're basically drawing arrows towards your posi- 
tion. Against the limitations of Al opponents, this may not 
be a great liability. But this leads to the another difference 
between Spec Ops and Delta Force. 


Kill your friends 


Delt Force will sport thorough 
multiplayer capability, so you can 
connect with players who will take 
full advantage of the bright white 
lines you draw when you fire your 
weapon. Using a client/server 
scheme, a host sets up a game, 
which is open to dynamic joining. 
The host will be able to determine 
how much ammo players get and 
how lethal gunfire is, opening the 
gameplay somewhat to different 


for these guys 


styles of play. 
One of the pri- There are sever- 
VE mUciiem al different 
of voxels is the options for 
ability to render game types. 
distances 
libe-these Each of the 
game’s single 


player missions can also be played cooperatively, with 
humans taking over for the Al teammates you'd normally 
have. There are free-for-all Deathmatches and Team 
Deathmatches. A King of the Hill mode gives points to 
whomever occupies the area designated as “the hill” for 
the longest time. Capture the Flag games feature vari- 
able numbers and locations of flags. For instance, if only 
one team has a flag, the two sides are clearly divided into 
attacker and defender. The flags can start in each team’s 
base, requiring assaults or they can be placed in a central 
location, which will lead to meeting engagements. 

Delta Force will not have power-ups or floating 
weapons, but ammunition will be an important com- 
modity, especially since there’s no auto aim function 
(oftentimes the quantity of your shots can compensate 
for the quality of your shots). So in Capture the Flag 
games, lockers in each team’s base will replenish mem- 
bers’ ammo. But in all the other multiplayer modes, 
ammo will be airdropped, languidly and visibly floating 
to the ground on a parachute. Will you be one of the 
guys to make a beeline for the drop locationor one of 
the guys to lay an ambush? 


Voxels shmoxels 


Finally, Delta Force differs dramatically from Spec Ops 
in the technology that it employs, NovaLogic’s patented 
Voxel Space 3. The chief benefit this gives the game is 
freedom from the limitations of polygons: In this regard, 
it is distinct from every other first person shooter on the 
market. But to understand what this means, you have to 
understand what a voxel is. “Let’s say you're going to 
build a big model of terrain,” explains NovaLogic’s Dave 
Seeholzer. “If you’re building it with polygons, you’re 
going to have sheets of cardboard. But if you're building 
it with voxels, you're going to have little Lego cubes, mil- 
lions and millions and millions of little Lego cubes.” 
Remember that polygons are strictly 2D elements, flat 
surfaces hinged together to make 3D shapes. But voxels 
are actual three-dimensional elements; the term stands 
for “volume pixel,” indicating a pixel (which in turn 
stands for “picture element”) that has volume, meaning 
three-dimensional “mass.” 

The original Voxel Space engine was used in 
NovaLogic’s helicopter sim Comanche. Each voxel was an 
ungainly lump that represented a one-foot cube. 
Whereas graphics with ugly oversized pixels are called 
“pixellated,” you might say Comanche was “voxellated.” 
But with Delta Force, the engine enters its third genera- 
tion. Now the resolution of each voxel is miniscule. “You 
can model steep cliffs and ravines or roads with clumps 
of dirt along the side. And imagine having a really huge 
model such that whenever you're close to it, you can see 
all the incredibly fine detail. But when you look way the 
hell out there in one direction,” Seeholzer says, waving 
his arm at the vague distance, “you can see that the 
detail keeps on going. And if you run out there, that 
detail is really there, it’s not just fake. If you go out there, 
the clumps of dirt are really out there, too.” 


| can see for miles and miles 


FPollyQondal engines can do one of two things to 
create detail: they can either build it with lots of smaller 
polygons or fake it with flat texture maps. But these 
methods take their toll on speed by hogging CPU cycles 
and memory, so viewing distances have to be limited. 
This is done by rendering indoor settings only, applying 
some sort of haze, or turning off detail. Voxels have no 
such limitation. Seeholzer says they can be rendered 
practically to the horizon with no simplification of detail. 

This advantage has to be seen to be appreciated. 
Gamers have long been conditioned to accept the fact 
that you can’t see very far in a first-person shooter. 


Objects like 
houses and sol- 
diers are built 


from polygons 


Imagine an envi- 
ronment where 
you can make 
out a lump 
along a ridge 
two kilometers 
away. Or per- 
haps you see a 
speck in the win- 
dow of a distant 
bunker. Or maybe vague movement along the crest of a 
hill. You raise your sniper scope to.get a closer look, draw- 
ing a bead on some hapless bastard surveying the terrain. 
But don't forget that it works both 
ways; perhaps he’s seen you already 
and he’s squeezing the trigger even 
now. “It adds a fear factor in multi- 
player that | haven't seen before,” 
says NovaLogic’s Daniele Gaetano as 
he punches in a cheat code that lets 
him fly. “You're really scared to cross 
open terrain.” He lifts his character 
above the terrain like a helicopter 
and the view is stunning: detailed 
terrain in all directions, hazeless and 
razor sharp. 

Driving out to NovaLogic’s office in Calabasas, 
California, it’s easy to see where they got the inspiration 
for their terrain engine. As you head west out the San 
Fernando Valley above Los Angeles, the city sprawl grad- 
ually gives way 
to smooth sun- 
baked hills. The 
gentle roll of 
these hills looks 
very much like 
the terrain in 
Delta Force, like 
a blanket with 
clearly defined 
swells and 
crevices. The 
Voxel Space 
engine lets you 
play in swells 
and cervices just 
like these. 

But this technology is not without its trade-offs. Voxels 
are best suited to modeling rough surfaces like terrain, so 
the objects in Delta Force, such as buildings, tree, and sol- 
diers, are built with polygons. Since 3D accelerators are 
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two-man teams 
like these 
particularly 
effective 
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don't change 
your oil every 
3000 miles 


A full day was 
spent working 
with spring- 
hoards and a 
harness for 
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ming and death 
animations 
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designed to ren- 
der smoothly 
textured poly- 
gons, they'll only 
be of limited 
benefit to the 
game engine. 
This will be dis- 
heartening to 
owners of lower- 
end computers 
relying on their 
accelerator cards 
for speed. Also, 
voxels won't 
accept lighting 
effects, which is 
one of the main 
reasons that 
Delta Force prob- 
ably won't include night missions. In broad daylight, no 
one will notice that explosions and tracers don’t throw 
dynamic lighting on the ground; but in a nighttime mis- 
sion, this omission is practically a hanging offense. 


On the campaign trail 


Delt Force will ship with five campaigns, globetrot- 
ting from the African desert to drug lord country in Peru 
to Northern Russia, where the player will cooperate with 
the Spetznatz, Russia’s elite special forces team. After 
starting a campaign, the player will have a few missions 
to choose from, unlocking more as they are successfully 
completed. Mission objectives include hostage rescues, 
sabotage, disabling enemy vehicles, 
taking out air bases and capturing 
vehicles. Although you won't be able 
to man vehicles, there will be active 


friendly and hostile vehicles in the game, such as trucks, 
armor, and even helicopters. You'll be able to pack an 
anti-tank weapon or a shoulder-launched Stinger for 
such occasions. 

The weapons in the game are all real-world arms mod- 
eled with accurate ballistics data. Some of the guns have 
sniper scopes, displayed in a small inset window that dis- 
plays range data. Extreme ranges will lead to bullet tra- 
jectories curving downwards due to gravity, so you'll 
have to use the hash marks on the scope’s crosshair to 
aim accurately. Seeholzer says they don’t want any sort 
of auto aim function or automatic compensation. “We 
want this to be like actual guys with guns in their hands, 
not little robots.” 

In addition to the sniper scope, players can open an 
overhead map, which can display either terrain data or a 
stylized elevation map. In place of the sniper scope, an 
inset window can be used to show you what your team 
members see. Alternatively, you can play the game from 
a third-person perspective with the window showing 
your first person view. Your crosshairs display a red “x” 
when you target a friendly unit; although this may not be 
realistic, this sort of IFF feature will be important in multi- 
player games. There will also be options for teams to use 
different patches on their uniforms. 


Getting control 


Choeracter controls (mouselook by default) and 
movement (look, Ma, no inertia!) take their cue from 
Quake. “Certain standards have been set for us that we’re 
a little fearful of deviating from,” says Gaetano. But some 
real-world restrictions add realism: backwards movement 
and sidestepping are slow, scrabbling up an incline will 
really slow you, and you'll run faster without a rifle in 
your hands. Characters can crouch, go prone and belly- 
crawl. There are over 200 motion-captured character 
movements, including death animations based on where 
the character is hit. A two-day motion capture session 
was recorded under the supervision of a former Delta 
Force officer who has served as a consultant for the 
development team. His input was used for issues as 
minute as how a Delta Force team member would tuck 
his leg back when he goes prone (cocking your knee out 
for support makes you a larger target) to broader topics 
like the types of missions a team would face. 

Your opponents in the campaigns 
will be defined not only by distinct 
graphics, but also by different attrib- 
utes and skill levels. The Al in the 
game is a combination of some 
broad principles and scripted mis- 
sion-specific behaviors. Gaetano 
confesses that, like almost any other 
game, a lot of the challenge in sin- 
gle-player games is just a matter of 
facing greater numbers. Al oppo- 
nents will be going about their own 
business until you’re detected; they can either see you, 
respond to audio cues like gunshots, or be put on alert if 
they're in radio contact with other enemies who’ve seen 
you. This adds a great deal of suspense in the early stage 
of a mission, while you're doing recon and holding back 
from taking that first shot. Alternatively, you can choose 
shorter-ranged suppressed weapons to opt for stealth. In 
some situations, such as hostage rescues, this will be cru- 
cial to accomplishing your objectives. 

The actual Delta Force is still a secret organization; the 
U.S. military refuses to admit they exist. But this October 
NovaLogic will let you step into their version of this elite 
group, wielding real-world weapons against the world’s 
deadliest opponents: other humans. And with their Voxel 
Space engine, they're giving you plenty of room to flex 
your firepower. —Tom Chick 
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them online before. With 
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AT&I WorldNet Service and 
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all over the country who also won't pump 
themselves up on anything less than T45 action. 
Plus, it comes with the Internet-wide reliability 
of AT&T WorldNet Service. And with your 
first month free? Get yourself up to speed by 
downloading free software today at: 


or call | 800 883-0228 


*Telephone access and other charges and taxes may apply. Other terms and conditions appl 


apply. 
Offer subject to change without notice. © 1998 AT&T. All Rights Reserved. 


‘Your speed may vary depending upon personal configuration. 


HERETIC Il 


Celestial 
navigation, 
Heretic-style 


Up close and 
personal with 
Corvus 


Expect lots of 
colorful special 


effects 
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Heretic Il 


Next generation fantasy artist meets 
next generation fantasy action. 


Frazetta. Vallejo.Giger.Brom. 

... Brom? 

You may not be familiar with the name, but chances 
are you've seen his work—on the cover of Doom // or 
Heretic, on 
recent paper- 
backs by Terry 
Brooks or Anne 
McCaffrey, in 
TSR products 
like Dragonlance 
or Dark Sun. He 
is one of anew 
breed of fantasy 
artists who, hav- 
ing been raised 
on computer 
games, are 
familiar with the 
medium and 
eager to partici- 
pate in the 
design. So it 
should come as 
no surprise that developer Raven 
Software and publisher Activision 
have tapped Brom to do creature 
design for the upcoming Heretic Il. 
Brom’s darkly fantastic imagination 
and this plague-infested, Quake // 
engine-driven world should comple- 
ment each other perfectly; if you 
doubt it, just hop on the Web and 
check out some samples of Brom’s 
haunting artwork (try fan-site 
www.cale.com/brom/ for starters). 

Although Brom’s primary (and 
official) function on Heretic // is creature conception and 
development, he also offered some ideas for the story, 
which picks up where the first Heretic left off. Corvus 
returns to his homeland to discover that his people are 
afflicted with a 
mysterious mag- 
ical plague. 
Before game's 
end, he'll navi- 
gate 22 dark 
fantasy levels, 
contract the 
plague himself, 
master plenty of 
sorcery, and, 
naturally, muti- 
late a wide vari- 
ety of macabre 
creatures ina 
wide variety of 
graphic ways. 

A fleeting 
glance at the 
images from 
Heretic Ii shows 
that the game uses a third-person perspective but, accord- 
ing to writer/designer Dan Freed, it is still really a first-per- 
son game. The Quake // engine’s camera has simply been 
dragged backwards, primarily to foster player identification 
with the character. If the player is going to invest himself or 
herself in the character, they figure he or she has to see the 
character first. Our stalwart hero fights his way through the 


assembled masses using not only discipline but also acid 
rain, magic missiles, spheres of annihilation, phoenix arrows, 
and, of course, a few old-fashioned tangible weapons 
(including, notably, the Hell Staff from the original Heretic). 
With twenty different kinds of monsters waiting to be killed, 
however, he wouldn't want to settle for anything less. 

The narrative is intended to be a seamless story that pro- 
gresses naturally, gradually upping tension with such cine- 
matic tricks as in-game cut-scenes and natural time pro- 
gression (the game, which morphs from daylight to night 
and back again, covers several days). This doesn’t mean that 
Heretic Il will be one long exercise in delayed gratification. 
There's plenty to look at (and, yes, plenty to kill) along the 
way, even if the story does take its time building to a head. 

Despite the game's roots as a first-person game, early 
versions of the game are surprisingly devoid of the typi- 
cal corridor mentality that infuses most of the genre. 
Sure, there are a few hallways to be navigated; but there 
are also plenty of rooftops. The game features both 
indoor and outdoor levels, all of which walk a fine line 
between logical realism (you'll find different species of 
monsters, for example, in environments that suit how 
these species might actually have developed) and unfet- 
tered make-believe. Brom contributed to level design, 
and a list of his favorite influences gives a good idea of 
what to expect from Heretic /I’s environments: Burroughs, 
Moorcock, Tolkein, King, Barker, Gilliam, Burton. 

Castles, towns, swamps and canyons are rendered in 
vivid digital brush strokes. Sometimes good looks can 
make a game seem staid—the more beautiful the 
scenery, the more it can feel like a visitto an art museum 
(something that arguably.afflicted Raven’s own Hexen //). 
The motif in Heretic //, while certainly easy on the eyes, is 
colorfully imaginative—chances are 
you'll never even realize that the 
Quake Il engine is operating here. 
And the nimble acrobatics of Corvus, 
who jumps, flips, pirouettes, swims, 
climbs, and tumbles at the drop of a 
hat, should keep things funkily fluid 
when the game is released this Fall. 
—John Altman 


If they look con- 
tagious, don’t 
get too close 


Corvus and 
Raven have 
conjured up 
some nice 
transparencies 
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A solid title that should be at the top of every war gamer’s wish list! 


Po oo C/NET Game Center 


FRANCE 40 CRETE al ‘LUZON 41 TYPHOON 41 CRUSADER 41 
KHARKOV 42 ITALY 43 KASSERINE 43 SICILY 43 KORSUN 44 
NORAMANDY : 44 PATTON 45 ISRAEL 48 KOREA 50 FULDA 55 
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Just one of the many preset scenarios—Korea 1950! - 


“The pe mot compreerive scenario editor ever! - ‘Fully integrated Force and et ed 
TalonSoft® has unleashed the seactilen Norm Koger to create the ULTIMATE ened wargame! After. 
a ten-year relationship with SS!* developing titles such as Age of Rifles™, Tanks™, and Red Lightning™, 
Norm Koger has joined TalonSoft® to create the wargame of his dreams: The Operational Art of War™. 


Unmatched flexibility, complete scenario editing system and state of the art graphics, combined with a 
WETIE 1) (3 game scale, will prove to be the greatest achievement of his career! 


for ECSIN EK Ey 91 or visit our web site at 


- Available at Software Retailers World Wide! Reserve your copy y today! 


The Open Art of War™ is a registered trademark of TalonSoft inc. Ail other trademarks are penne of their respective holders 


©Copyright 1998 TalonSoft inc., P.O. Box 43730, White Marsh, MD 21236 


Charge headlong into the complete Total Annihilation™ universe = 
and you'll immerse yourself in one of real-time strategy's most a 
explosive sagas. Through all three chapters, you'll dominateover = Ss 
100 maps with 250 different units to produce massive wreckage- | 
filled battles and quick explosive skirmishes. Pile on full 3D 
environments, explosive multiplayer 
capabilities and most importantly fast 

and easy gameplay and you're nA 
crushing the universe with “...the new 

king of real-time strategy games.” * 
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Game of the Year — 


—GameSpot Editors 


Game of the Year 


—GameSpot Reader's Choice Awards 


Best Real-Time Strategy Game 


—PC Gamer On-Line, Reader’s Choice Award 


Best Real-Time Strategy Game 


—Adrenaline Vault 


Best Real-Time StrategyGame = “S 


—Ultra Game Player's magazine 


“©1997, 1998 Humongous Entertainment, inc. All rights reserved. Total Annihilation, Total Annihilation: The Core Contingency, Cavedag Entertainment ant 


“*ComputerGame Entertainment = einer 
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New Units 
New Maps 
New Missions 
New Worlds 
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STRAT 
Total Annihilation: Battle Tactics 


Dive right into a new batch of quick missions for the world’s most 
explosive strategy game! Total Annihilation: Battle Tactics features 
smaller, quicker battles to satisfy that nagging Total Annihilation fix. 
Blast through 100 rapid-fire ambushes where the action is fast and 
furious. New maps provide fresh opportunity for ambush. Varying 
degrees of difficulty give new Total Annihilation players a chance to 
learn the ropes while offering advanced players a new challenge. 
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’ | Annihilation: 
The Core Contingency’ 


The second chapter in the world's 
most explosive strategy saga! 


TOMB RAIDER til 


You still get a 

feeling of large- 
ness with these 
environments 


Pe i 


Ohh, pretty 
Caged Lara 
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Tomb: Raider Ik 
Adgventures 
OF _Loro Croft 


fate io biggest star returns 


In an all-new adventure 


IM the biggest shocker of the year, Eidos announced 
another Tomb Raider game. OK, so maybe that’s not as 
shocking as yet another presidential sex scandal... er, 
the president and Tomb Raider star Lara Croft... the 
grassy knoll... a bent... whatever. Anyway, when you 


consider developer Core Design can basically make a few 


tweaks, build a few new levels, toss it in a new box and 
sell a few million 
copies, it would 
be more shock- 
ing if we didn’t 
see another 
installment star- 
ring Ms. Croft. 
At first 
glance, Tomb 


appear all that 
different from 
the previous 
entries in the 
series. However, 
a bit of digging 
below the sur- 
face reveals a 
Tomb Raider III 
that seems to 
be keeping 
what was good about the first sequel (outdoor environ- 
ments, vehicles) and reverting somewhat to the focus 
of the original (more exploration, less shooting). The 
game includes a host of new moves for Lara, including 
a high-speed dash (for short bursts), 
strafe while swimming, wall jump 
(jump backwards), duck and crawl, 
push down doors and swing from 
certain ceilings and ropes. The cur- 
rent spin move will be simplified, 
and her throwing motion will now 
be underhanded. (She formerly 
threw like a girl. Now she'll throw 
underhanded like a girl.) 

On the technical front, developer 
Core Design is adding the usual 
tweaks that no 3D game should 
leave home without: multi-colored 
lighting, dynamic lighting (improved 
over what was already present in 
Tomb Raider II), transparencies and 
improved Al. Where the environ- 
ments in the first two games were 
made up of solely of cubes, Core is 
now adding triangles into the mix, 
allowing for smoother surfaces. 
Environmental 
effects include 
weather (rain, 
wind, snow, 
fog), leaves that 
blow around‘on 
the floor, Lara 
leaving foot- 
steps in the 
snow, birds and 
a new particle 


Raider Ill doesn’t 


; Hang with Lara 
system for various special effects. 


Structurally speaking, Tomb Raider 
Ill moves away from the linear level 
crawl of the previous games. The levels take place in 
Antarctica, the South Pacific, the jungles of India, London 
and Area 51 as Lara looks for the pieces to a meteor that 
holds untold secrets (don’t they always?). While there are 
still five main levels (each composed of three sub-levels), 
you'll have the option of playing any of the three middle 
levels upon completion of the first. Only upon comple- 
tion of those four levels will you get access to the fifth. 

Scheduled for release just in time for the holidays, 
maybe you too will get lucky and score with Lara 
Croft. -Steve Bauman 


Lara very angry 


Uprising @- 


The original Benny St rebEay 


hybrid gets sequeled 


Recipient of our award for “Best Action Game of 
1997," the original Uprising was the first of the next-gen- 
eration action/strategy hybrids. The core of the gqame— 
command armies of troops, tanks and planes in a sci-fi 
setting while managing resources—is shared by most 
games in the real-time strategy milieu. But Uprising 


was different because it placed you in the vehicles, 
offering a more visceral 3D battlefield-level view of the 
action. While the game was definitely focused more on 
action, the elements of resource gathering and troop 
management added variety to the standard “shoot 
everything that moves” style of gameplay. 

“We really want you to feel you’re in the middle of this 
intense combat, with tons of data coming in from all direc- 
tions,” is how Helmut Kobler, President of the game’s 
developer Cyclone Studios, describes the series. He’s right, 
of course, but maybe they succeeded too well. The origi- 
nal Uprising was complex and unapproachable to all but 
the most hardcore of gamers. That’s one of the main focus 
points of the design for the sequel, Uprising 2. Developer 
Cyclone Studios plans to take the elements of the original 
game that people liked, namely the action and strategy, 
but make the game much more approachable. 

To that effect, the game offers difficulty levels and a 
simpler ramp-up of the difficulty in the campaign game, 
which features more elaborate and sophisticated mis- 
sions (plus an editor and scripting language for home- 
brewed levels). According the Kobler, one of the more 
common requests from fans of the original game was a 
simpler interface that was less keyboard-intensive. For 
Uprising 2, you'll be able to play the game solely with the 
mouse and the keys surrounding the numeric keypad or 
the WASD keys (alternate arraignments will also be possi- 
ble via keyboard. mapping). 

In the first game, it was often difficult to tell your 
Own units from the enemies. In 
Uprising 2, the storyline introduces 
a new alien menace, the Kri’isaran 
Horde, a lizard-like race interested 
in harvesting your DNA. The game 
takes place shortly after the origi- 


UPRISING 2 


The graphics do 
indeed look 


sharper than 
those found in 
the original 


Call in units, 


nal game, and 


then watch after over- 
them die throwing the 
Imperium, 


you're now in command of a new 
alliance that must fight off the 
invading alien fleet and take the 
battle to their homeworld. 

Because work started on the orig- 
inal game before 3D cards became 
fairly standard, the artwork in 
Uprising was low-resolution. Uprising 
2 uses high-resolution textures in 
16-bit color and more polygons per 
object, giving everything a better 
look. Network play is also being 
worked on from square one, with a 
true client/server setup replacing 
the previous 
game's peer-to- 
peer model. 

Kobler thinks 
the sequel should be more success- 
ful than the original, which got 
excellent reviews but didn’t really 
catch on with many gamers. “The 
market doesn't seem to trust new 
titles, especially if it’s in a genre peo- 
ple don't really understand. We're 
looking forward to doing a more 
polished product that more people 
have heard of.” -Steve Bauman 


KIINQon Honor 
Cwuoerd 
X<-COM Alliance 


MicroProse’s two 3D action 


KLINGON HONOR 
GUARD 


No Klingon 
would back off 
from this fight 


games get Unreal 


Pernaps realizing two year old movie licenses 
don’t make sure-fire game hits, MicroProse canceled 
their Unreal-based game Star Trek First Contact. 
However, they have two other Unreal 3D action games 
on the way, one another Star Trek game, the other set 
in their X-COM 
universe. 

The Star Trek 
game is Klingon 
Honor Guard, 
scheduled for 
release later this 
year. It tells the 
story of anew 
inductee to the 
(duh) Klingon 
Honor Guard, 
their equivalent 
to the Secret 
Service and mili- Vie 
tary special a 
forces. The bay 
game begins 
with training 
missions, but 
the narrative doesn’t begin in earnest until the player is 
called away from training to report for active duty in 
response to an assassination attempt on Gowron, the 
leader of the Klingon High Council. Gowron is one of four 
characters from Star Trek: The Next Generation who will 
appear in the game; Worf’s brother, Captain Kurn, will be 
your guide throughout the game and the evil sisters 


Unreal works 
its magic for 
the Klingons 
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X-COM ALLIANCE 


That’s one 
dead bleepin’ 
X-COM alien 


Alliance stress- 
es team play— 
note the team- 
mate tracking 
across the top. 
of the screen 


PRINCE OF. 
PERSIA 3D 


# The game’s 
classic combina- 
tion of running 
and jumping 
puzzles and. 
swordfighting 
action is evident 


Lursa and B’etor will appear in the cutscenes that move 
the storyline. 

Each mission takes place on one specific map, of 
which they currently plan a total of 18 for the final prod- 
uct. The settings include several ship levels, cavern levels, 
ice levels, and city levels, to name a few. The weapons 
will be familiar to fans of the series—the D’k tagh knife, 
the Bat’leth sword, the disruptor pistol and rifle—and 
MicroProse recently released a sample of one of the new 
boomsticks on the Internet. 

From turn-based strategy to space sim game to 3D 
shooter—the X-COM series has sure covered a lot of 
bases. Alliance, scheduled for release in 1999, takes 
you from your 
overhead view 
and drops you 
down into that 
of your 
squadies— 
Sectoids look a 
tad more 
impressive from 
eye level when 
you can see the 
barrel of that 
alien blaster 
pointed right at 
you. The game 
is set in 2062, 
and starts with 
you as the 
leader of an X- 
COM team 
returning to the 
ruins of the Cydonian base. 
Unfortunately, things go a tad 
wrong, and you get transported 
light years away into the middle of 
a battle between the original aliens 
and a race called the Ascidians. 
Using the theory of “the enemy of 
my enemies is my friend,” you 
team up with the Ascidians to 
defeat the alien threat (the 
Ascidians, while Alien, apparently 
aren't a threat), all the while crying 
“| just wanna go home!”. 

Unlike most 3D shooters, you command an X-COM 
strike team through the 15 missions of the game. Like 
other X-COM games, there’s a strategic component as 
well, this time in the form of your ship, the Patton, from 
which you choose and equip your squads and research 
new technologies. —Tom Chick and Scott Udell 


Prince of 
Persio 3D 


The return of the original 
action/adventure ee 


MoSnv longtime action gamers began their addiction 
with Jordan Mechner's Prince of Persia. Heralded by many 
as the original action/adventure game (though it was 
mainly a classic 2D side-scrolling platform title), it show- 
cased what was for a long time the definitive animation 
technology, rotoscoping (videotaping human movement 
and tracing it digitally). Now all eyes are focused on Red 
Orb Entertainment as they take the game into another 
dimension with Prince of Persia 3D. 

While its third-person perspective and run-and-jump 
gameplay is decidedly Tomb Raider-esque, it could be 
argued that Tomb Raider was really a 3D version of 
Prince of Persia. Does any of this sound familiar: explore 


Arabian themed environments by ie tg 
running, jumping, climbing, and 
sword fighting while avoiding devi- 
ous traps? Thought so. The back-story for the game is 
co-authored by original creator Mechner, and the art- 
work so far looks outstanding, featuring many vivid 
locales of ancient Persia (modern Iran, for the carto- 
graphically challenged). 

The versions of the game shown to the public thus far 
have been a bit on the rough side, but expect Red Orb to 
polish the controls and visuals by the time the game hits 
shelves in 1999. —Cindy Yans 


Amen: The 
AWdkKeNnInNa 


pavecog tries to totally 


annihilate the 3D genre 


Total Annihilation creator Cavedog Entertainment 
says that Amen: The Awakening will have almost as 
much emphasis on adventure as it does on 3D first-per- 
son action. Comprised of 17 “acts,” the game tells the 
story of “the end of human civilization” (and yes, you 
play “a highly trained commando”). The adventure part 
comes out in more detailed puzzles to solve; instead of 
just locked doors and switches, Cavedog is promising 
many more kinds of puzzles as well as multiple ways 
around any problem They also say the game will sport a 
storyline (something few 3D shooters can claim), game- 
play beyond 


AMEN: THE 
AWAKENING 


This selection of 
scenes illustrate 
Cavedog’s 
commitment to 
replicating 
real-world 
environments 


Published by 


RACTIVE SOFTWARE COMPANY 


Stardack 


RAYMAN 2 


The environ- 
ments are heau- 
tifully warped 


One level fea- 
tures a race 
with another 
surreal 
character 


blasting away your troubles, and intelligent enemies 
(they give examples of blowing up a generator and 
having a repair crew show up to fix it, or a wounded 
bad guy calling for backup). : 

The early versions of the game look impressive techni- 
cally, with realistically rendered 3D environments. Cavedog 
has plenty of time to get the gameplay right—the game is 
currently scheduled for release in 1999. —Scott Udell 


Viailance 


VIQIASNCE is one of the few 3D action games sans a 
i ij meme’ Sci-fi twist. The world is run over by terrorism and one 

"ae wee a. group, SION (Special Intelligence Operations Network), is 
, the final line of defense. The player is a specialized SION 
agent, and it'll be up to you to work with your team, 
either single-player or online via publisher SegaSoft’s 
HEAT.net, to complete 31 missions spanning a dozen 
locations. Mission objectives will include assassinations, 
hostage rescue, sabotage, infiltration, wet work, securi- 
ty/protection, and so on. 

After choosing which of the eight team members 
you'll use throughout the game, you'll choose your 
accomplices on a mission-to-mission basis. The theory 
is that the gameplay experience will be different 
based on which member of the team the player has 
chosen, allowing for the holy grail of the single-player 
game, replayability. 

Vigilance is being developed from the ground up to 
run smoothly on HEAT.net, SegaSoft’s online gaming ser- 
vice. Using something they call Transactor technology, 
they claim they'll be able to prevent the sort of blatant 
cheating and 
hacking that, for 
many people, 
ruined multi- 
player Diablo. 
Items such as 
weapons and 
power-ups, 
called LEDOs 
(limited edition 
: digital objects), 
TAN Rte _. canbe tracked 
| i. ' accurately, giv- 
ing them actual 
value in trading 
or as the spoils 
of war. 

This value on 
individual items 
makes the 


VIGILANCE 


[above] The 
game features 
a motley 
collection of 
characters 


[helow!] The 
game features 
an interesting 
targeting system 
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stakes a little higher when you go 
online. The game emphasizes team- 
play, and the single-player game is 
used to build-up your online charac- 
ter. As you go through the various 
missions, you'll unlock LEDO’s by 
finding secret areas or accomplishing 
missions. These unlocked LEDO’s can 
then be used in multiplayer games, 
and will even be available for pur- 
chase using real money. 

LEDOs include grenade launch- 
ers, rocket launchers, auto pistols, 
machine guns, rail guns, sonic 
lances that will bypass armor, 
mines, grenades, laser sights, and 
anti-tank pistols. But there are also 
objects like pliers, screwdrivers, and 


tape to be used 
for mission 
objectives. 
Armor and heal- 
ing items will be 
included as well. 

Looking and 
feeling a bit like 
a PC version of 
the smash-hit 
N64 console game GoldenEye, Vigilance is scheduled for 
release later this year. —-Tom Chick 


RAYMAN @e& 
The lovable limbless hero returns 


A\ million-seller across multiple platforms (including the 
PC), the original Rayman was a 2D Sonic the Hedgehog- 
style side-scrolling platform game that was distinguished 
by being cute as a bug and in possession of a wacked- 
out sense of humor... not to mention superior character 
and level design. 

Now comes the sequel. Considering UbiSoft’s histo- 
ry of 3D games, it should come as no surprise that Mr. 
Man has been transplanted into a 3D environment, 
powered by a 3D engine which UbiSoft claims will 
deliver 30 FPS of surreal action. The plot has Mr. 
Rayman escaping an interplanetary zoo using the 
powers of his fellow prisoners to help him out (shades 
of Oddworld). Looking not unlike their own Tonic 
Trouble, Rayman 2 is also much in the Super Mario 64 
vein, with beautifully realized 3D environments, 
bizarre characters and a sense of whimsy and wonder 
not found on most Doom Generation 3D shooters. 
He'll be moseying onto your hard drive later this year. 
—Steve Bauman 
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Go there. It is your last hope iwemreresetepetarn the truly wicked. www.warlords3.com 


nN pall of unspeakable evil, merciless s slaughter 
and unbridled destruction has fallen across the 
Realm of Etheria. The servants of evil, the 
Darklords, Spret 
like a contagion 
across the land. 
Nal were be able to 
stop their unholy 
jussernaut? 

Welcome to 
Darklords Rising, 
the sreatly anticipated sequel to Warlords LIT: Reign of 
Heroes, 1997s turn-based strategy Same of the year. 

Discover the bigger, deeper, darker universe of 
Darklords Rising: 


e 4 entirely new campaigns and 15 new scenarios 


¢ 31 new army types, for a total of 95 
° 5 new uniquely skilled heroes for a total of 15 
° 9 new multiplayer games including Gren 
North vs. South and Instant Chaos 
* More challenging, adaptable and aggressive Al 
. Fully functional map, item and campaign editor 
¢ Bonus: Includes original campaign and scenarios 
from Warlords IIL: Reign of Heroes 
In short, more adventure, deeper gameplay 
and fewer chances for survival. 


LLLARLORDS II 
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GG lant robots are 
an extension of 
our natural 

humanoid form,” explains 

Matt Power, the producer 

of Accolade’s Slave Zero, 

one of the giant robot 
games due this year. “Ever 
since we were kids, we get 
excited about being big and 
powerful. Kids build block 
cities and then destroy 
them. Part of the fun of 
making sand castles is 
actually stomping through 
them. People really like 

giant robots because it is a 

fantasy each of us has had 

since childhood.” 

Monolith’s John Jack calls 

it “the ultimate testos- 

terone fantasy.” 

There’s an undeniable 
appeal to this unlikely and 
completely illogical motif. 
Whether it’s the transfor- 
mation theme, the sci-fi 
version of knights in shining 
armor, the marriage of 
flesh and metal in the ulti- 
mate bionic man, a simple 
fascination with size, or 
just because they “look 
cool,” who's to say? For 
whatever reason, game 
developers are tapping into 
this appeal with a crop of 
giant robot games. The 
concepts of “giant” and 
“robot” vary: Heavy Gear || 
features 15-foot tall suits, 
Slave Zero has 60-foot tall 
Slaves that are part bio- 
logical, and the StarSiege 
guys don’t even like the 
terms. But the basic motif 
is the same: stomp around 
and blow up stuff. For the 
specifics, read on. 
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StorSieQqe 
You got your sim in my action game! 


The developers of StarSiege will quickly correct you if 
you call it a “giant robot game.” Dynamix co-founder 
Jeff Tunnell prefers the term “science-fiction combat 
simulation.” Firstly, their game goes far beyond Hercs 
(the Dynamix equivalent of a ‘Mech). There are also vehi- 
cles like tanks and they’re still considering the possibility 
of letting players pilot flyers. “We've broadened the 
vehicles quite a bit. You are in the future and some of 
the vehicles just happen to be Hercs.” Tanks, for 
instance, don’t have shields, but they do mount the 
heavier weapons. But even lighter vehicles are useful: 
many of the recorded missions show smaller Hercs liter- 
ally running circles around their larger brothers, shoot- 
ing off their legs with impunity. 

Secondly, StarSiege is very much a simulation. Sensors, 
for instance, are an important part of the game—they 
can be set to active or passive, which plays an important 
role in whether or not you'll see your enemy before he’s 
unloading his weapons into your back. There are about 
10 different factors that determine whether a vehicle 
shows up on the scanner, including the amount of ener- 
gy the other vehicle is burning, whether it’s behind ter- 
rain, how fast it’s going, and whether it’s cloaked. 

StarSiege marks Tunnell’s return to game design. “We 
want to get our technological lead back,” he says of the 
company that brought us Red Baron. “This is everything 
we've learned in 
the past 15 oc invites 
years about a 
making games.” 
Old timers who 
recall Red Baron 
will especially 
appreciate some 
of the features 


[top to bottom] 
Some of the 
human vehicles 
are converted 
construction 
units 


The laser effects 
were quite a 
chore for the 
developers, who 
had to connect 
the point of ori- 
gin and the tar- 
geted point with 
a continuous 
heam, taking 
into account 
Internet lag 


' — STARSIEGE 
in StarSiege: a mission recorder and ; 
customizable skins. You can deco- left to right] 


Explosions 
enriched with 
polygons, tex- 
tures, lighting 
effects, and 
transparency 


Odds are this is 
not a ski resort 


rate your vehicle with your own 
color scheme and even logos. A 
“drag and drop” mission builder will 
give the game an extended hard 
drive life beyond the two 45 mission 
campaigns (one played from the 
human side, the other from the alien 
Cybrid side, using vehicles with a 
more organic look). 

“The best way to do multiplayer,” says Dynamix’ Rick 
Overman, “is to build a multiplayer game, and then put 
the single player on top of that.” True to their word, a 
multiplayer beta of StarSiege has been in circulation for 


some time, leading to an extensive community built up 
around the game already. StarSiege won't be welded to 
Sierra’s WON.net, either; a setup similar to GameSpy, the 
Quake utility that searches the net for existing games, 
will allow players to easily find opponents. An indication 
of how closely knit the engine is to Internet play is the 
fact that the lead indicator on your HUD will even take 
lag into account. 

Although loaded with sim elements, StarSiege is at its 
heart is a fast-paced point and shoot interface. Rather 
than using the traversing turret model Activision gave us 
with the MechWarrior games, you use the mouse to look 
around within a field of view depending on your vehi- 
cle’s facing. Whatever you're looking at is where you'll 
shoot. From the exterior, this looks like the weapons are 
on swivel stands. Scheduled for release this Fall, this 
blend of frantic action with hardcore sim elements seems 
to be StarSiege’s unique contribution to the next genera- 
tion of giant robot-, err, “science fiction combat sims.” 


Heovy Ceo il 


TNE first Heavy Gear wasn't exactly a critical success, 
but Activision has»a.perfectly good license left over, 
based on the extensive pen.and paper game of the same 
name. So they've cobbled togetheria team from the orig- 
inal MechWarrior franchise, led by Jack Mamais, to save 
the Heavy Gear universe by putting it into a completely 
new engine. The team readily acknowledges the short- 
comings of the first game, Citing the fact that, although 
the Heavy Gear universe calls fomsleek anime-styled 
Gears, the engine was originally built.to represent lum- 
bering 30-foot tall ‘Mechs. This time, they've started from 
scratch, using an entirely new engine for Heavy Gear !/. 
The new engine, which will also drive /nterstate.82, 
the sequel to / ‘76, requires a 3D accelerator. By offload- 
ing a lot of graphics work to accelerator cards, the 
designers have more freedom, in the form of CPU cycles, 
to concentrate on Al and physics. They also havesmore 


power available for graphics, substantially increasing the 
polygon count, lighting effects, and terrain detail over 
the first game. You'll be able to move around inside 
buildings and there will even be some missions set inside 
caverns. The sequel will feature four times the number of 
objects as the first game, which featured rather sparse 
environments. There will be different environment types, 
different weather conditions, and different architectural 
styles for the various cultures. But none of this is just eye 
candy. Different surfaces have different amounts of fric- 
tion, from smooth concrete to watery swamps. Weather 
and terrain can damage your gear in some situations 
(e.g. dust storms and lava). Buildings in bases will repair 
and rearm Gears (in lieu of power ups). 

Heavy Gear |! 
begins with a 
wholly different 
premise than 
the MechWarrior 
universe, which 
supposes enor- 
mous and costly 
‘Mechs. “In 
Heavy Gear, 
there’s more 
realism in the 
universe,” Says 
Mamais, “They 
assume people 
wouldn't really 
field so biga 
robot, some- 
thing that costs 
so much. Rather, 
they'd have greater numbers of cheaper robots.” Part of 
this doctrine is the importance of teamwork. To further 
this, the developers are committed to something other 
than the traditional scripted Al. They've created an Al 
that chooses from a library of tactics based on the cir- 
cumstances. Interaction with friendly Gears is also 
extremely important: you can command your team 
members.with the traditional hot keys or you can set up 
détailed plans on an overhead tactical map. 

The emphasis on realism also carries into a new 
physics model, less fantastical weaponry, and.a radar 
that won't see through hills (terrain elevation will show 
up on the radar display to make cat 
and mouse games through hills 
and valleys an important part of 
the game). Gears are also more frail 


Training in love- 


ly Baja City 


HEAVY GEAR II 
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SLAVE ZERO 
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eye view 
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size of 
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...to indoors... 


...to the great 
outdoors 


COMPUTER GAMES 


now, relying on speed and agility to evade damage 
rather than bulk to absorb it. As with the first Heavy 
Gear, the team at Activision is intent on bringing giant 
robot gaming closer to first-person action shooters in 
time for a holiday release. Only this time, they insist, 
they really mean it. 


Size does matter 


ACCO!lSade's giant robot 
game takes place within the con- 
fines of a Single enormous city gov- 
erned by an evil ruler who maintains 
order with giant robots called 
Sentinels. But the Sentinels are 
dwarfed by enormous 60-foot tall 
Slaves. These behemoths are part biology, part machin- 
ery, and run by a sinister energy called Dark Matter. The 
player steals the prototype Slave (hence Slave Zero) and 
stomps around the city, fighting Sentinels and squaring 
off against Slave bosses. 

"Slave Zero is an action game, not a simulation,” insists 
producer Matt Power. “It really shows off a sense of 
scale... the city is populated with six-foot tall people and 
the vehicles these people drive 
around... you can bat down planes, 
pick up cars, pick up people. You can 
closely interact with the population 
and the conventional forces, mean- 
ing tanks and fighter craft and such.” 
The game’s missions take place in 
different parts of the city: the indus- 
trial section, within the sewer pipes, a 
military base, a weapons factory 
where the robots are built, the finan- 
cial district, and the city’s capitol, 
where you will face the game’s final 
boss. To render all these settings, 


Accolade is using their internally-developed Ecstasy 
engine: “It allows us to make the best use of our hardware 
requirements. And it was important for us to have an 
engine that supports large open environments, highly 
detailed animation, and destructible objects.” 

Although the game will emphasize the size of the 
Slave, Power says they’re avoiding the standard slow 
lumbering robot movement. “For the Slave, we’re 
designing a sleek, agile look. The main character will run, 
jump, climb, hang, and roll. We wanted a main character 
that could really move quickly and react fast.” To keep 
the focus on action, there won't be any robot building 
beyond accumulating some power-ups for stronger 
armor and shields. Part and parcel of a fast-paced action 
game is a variety of weaponry, from the standard 
machine guns and rocket launchers to the exotic stuff 
like Dark Hole Guns and Shock Wave Cannons (which will 
break windows and turn over cars for blocks). You'd bet- 
ter have a hefty arsenal behind you, because Slave Zero 
doesn’t need no stinkin’ wingmen: “For the most part, 
you are one Slave against the entire city.” Slave Zero is 
currently slated for a 1999 release. 


Sneaqo: Mobile 


Combot Armor 


“IMASQINE having a giant anthropomorphic robot, 
bristling with high tech weaponry and bestowed with 
superhuman agility and fortitude. Not only are you a 
total badass, but you're big enough to step on anybody 
who pisses you off,” says Craig Hubbard. “It’s beautiful.” 
Hubbard is the lead designer of Monolith’s Shogo: Mobile 
Combat Armor. “Our Mobile Combat Armor (MCAs) are 
fast, tough, armed with over-the-top weapons, and capa- 
ble of transforming into hovertanks. The action is fast 
and furious. The interface is simple and straightforward. 
We haven't even made a half-hearted stab at realism, 
except for our physics. But we 
encourage you to defy them at every 
possible opportunity.” 

Shogo claims to be more like a 
first-person shooter, in part 
because half of it actually is a first- 
person shooter: the game is divid- 


SHOGO: MOBILE 
COMBAT ARMOR 


The LithTech 


engine promises 
a lot of special 
effects 


ed into on-foot levels and Mobile Combat Armor (or 
MCA) levels, each with their own gameplay mechanics 
and weapons. “[Weaponry] is an area of the game that 
we've spent a lot of time on. Creating fun, satisfying 
weapons is a task that requires constant refinement 
and tweaking, as well as obsession by our artists, engi- 
neers and designers. And the right sounds make a 
huge difference in the way a weapon can feel. One 
weapon was destined for the scrap heap, but our audio 
department came up with a really cool sound for it. 
Our perception of the weapon was instantly trans- 
formed. It’s now one of our favorites.” 

The MCAs are based on Mecha, a Japanese style of 
giant robots. “Mecha don’t walk, they run and jump 
and have sword fights.” Shogo is unique in giving its 
robots hand-to-hand weapons. “You have access to a 
melee weapon in both on-foot and MCA modes. The 
melee weapons aren't suitable for all occasions, but 
they are very effective in close quarters, especially if 
you've run out of ammo for your other weapons. Each 
of the MCAs has a specific melee weapon, and each of 
these works a little differently. The MCAs definitely 
look cool holding a giant melee weapon, and we've 
included specific animations for wielding a melee 
weapon in 3rd person [perspectives].” 

Monolith’s LithTech engine will debut later this year 
with Shogo; however, it’s also being used for Blood 2 and 
a yet-to-be-announced title that is not a first-person 
action game. The engine handles the variable scale of the 
on-foot and MCA levels, modeling the interiors of office 
buildings and spaceships as well as wide-open terrain 
and crowded cityscapes. “Providing a sense of scale for 
the MCA levels was one of the most difficult challenges 
that our level designers and artists faced when designing 
the environments in Shogo. Pulling it off comes down 
mostly to details—lots of human-scale civilians, vehicles 
and structures. We've coined a term for levels that suc- 
cessfully make players feel like they're piloting a 30ft 
Mecha—we call it the ‘Godzilla effect.” -Tom Chick 


Mechwvorrrior 3 


WVRN eM the FASA Corporation BattleTech license passed 
from Activision to MicroProse last year, fans of the 
MechWarrior games wondered what was to happen with 
their beloved giant-robot action sims. 
MicroProse initially planned to have 
FASA Interactive develop MechWarrior 
3, but technical problems have 
delayed that project until sometime in 
1999. Needing something a bit soon- 
er, MicroProse pushed FASA’s project 
back to MechWarrior 4, and contract- 
ed with Zipper to develop the 1998 
title MechWarrior 3. \t was all rather 
confusing. 

Luckily, things seem to be work- 
ing out well, despite the confusion. 
MechWarrior 3 looks like it could be 
much more than a mere placeholder 
for MechWarrior 4. Indeed, FASA 
Interactive’s own Denny Thorley 
thinks Zipper is doing the franchise 
proud. “They’re kicking butt,” he 
confirms. “They do a great job.” 
Playing with the game, it’s easy to 
see why Thorley is pleased. With or 
without 3D acceleration, 
MechWarrior 3 is easily the best-look- 
ing MechWarrior game yet. The 
‘Mechs are more articulated, better 
defined, and simply better looking 


than ever before, while the landscape is more detailed, 
more tactically complex, and more interesting than any- 
thing Activision managed to turn out. During play, we 
were even able to destroy a bridge, an example of inter- 
activity that bodes well for the final product. Overall, the 
action seems to be up to par, with some nice touches 
like zoomable picture-in-picture views of the enemy and 
easily targetable weapons. According to MicroProse, the 
finished game will ship with some 18 ‘Mechs totting 33 
different weapons (depending on the ‘Mech, you may be 
employing up to 10 weapons at 
once) from the BattleTech universe. 
Proper ‘Mech heat and damage 
management will be important, as 
will coordination with your lance- 
mates (for those missions where you 
have them). 

The setting of the game is much 
the same as that of MicroProse’s 
BattleTech strategy game 
MechCommander. It's the year 3058, 
and the Houses of the Inner Sphere 
have banded together to go on the 
offensive against the invading Clans. 
The goal is to completely take out 
the Smoke Jaguars, one of the most 
powerful and feared of the Clans 
and a key to their invasion of the 
Inner Sphere. MicroProse plans four 
different game modes. Training ses- 
sions will get you used to fighting a 
‘Mech and managing lances and 
heat control. Six different single sce- 
narios (pulled from the campaign) 
will let gamers jump into a battle 
right away, varying the number of 
enemies and the choice and config- 
uration of their own ‘Mech. A Single 
Player Campaign will have 20 linear missions on four dif- 
ferent areas; many missions will have multiple offensive 
and defensive objectives, all of which must be met to 
succeed. Lastly, a Multiplayer Melee mode will provide 
deathmatch or team modes for up to eight players 
across a LAN or via modem. 

With FASA’‘s full backing, gamers will expect nothing 
less than full-fidelity to the BattleTech universe from 
MechWarrior 3. We'll have to wait until early next year to 
see how well the Zipper crew meets that challenge, but 
the indications at least are all positive. -Robert Mayer and 
Scott Udell 


MECHWARRIOR 3 


isn’t it nice to 
take your ‘Mech 
wading on a hot 
desert-planet 
day? 


Tank vs.‘Mech— 
armor and the 
antithesis of 
armor doctrine 
going head-to- 
head 


Once the 
war ends, 


out-of-work 
MechWarriors 
could always get 
jobs as mobile 
wrecking crews 


“dazz dackrabbit 2 is the perfect game for the whole family, featuring 
zany characters, a story right ovt of a Saturday morning cartoon, 
| and vintage side-scrolling gameplay.” - GameSlice 


“Demented humor, memorable characters and animations combine with fast. 
action and eye*catching graphics to create what could be one of the 
summers hottes?’titles,” - online gaming review 


“Adrenaline~pumpingaction.from start to finish.” - The Adrenaline Vault 


“Jazz dJacKkrabbitvis back in business for a sequel that one-vups every 
other platformer in existence.” - GameSlice 


“The sest side-Scrolliwg game ever...dazz Jackrabbit 2 is destined to 
become. a classic.” ~- PCAAE 


“ie Ke Ik ke oe ” - The Adrenaline Vault Brrstenic tote 
“ek ok tk ye” - Hotgames Qarnenine 


“yk te ke or” -- GamePower | ag 
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THE CREATORS OF UNIREAL COMES THE HILARIOUS 
(SEQUEL TO THE [994 ARCADE GAME OF THE YEAIf 


Deva Shell is up to no qood again. This time, he’s stolen Princess Earlong’$ diamond 
ting As dazz, or his spaced-ovt brother, Spaz, you must travel througk timeand take 
ov wacky turtles, bizarre monkeys and more if you want to get the ring back from the 
evil Devan AF you don't, you could be history. 


INCLUDES BOTH THE FULL VERSION OF THE ORIGINAL 

JAZZ JACK RABBIT And tHe JAZZ CREATION 

STATION LEVEL EDITOR, which ALLows you To 
CREATE YOUR VERY OWN LEVELS! 
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Actual gameplay screen shot 


It was four years in the making. It has been the most anticipated game of all 


time. “And it is like nothing you've ever seen - or played - before. Unprecedented 

graphics. Uncanny artificial intelligence. Unending community. Unmatched 

gameplay. And with Unreal level packs on the way, the Unreal universe will only 
. get bigger ... and better. So what are you waiting for? Get Unreal. 


available at your local retail store 


oraer direct at store.gtinteractive.com or call 1-800-610-GTIS. 


RA sR Ne Visit.unreal.gtgames.com for shareware. Downloading is believing. 
Doin Soon ke a > NEED A HINT? 
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LUCSSArTs freats the dying 
adventure genre wih ao dose of 3D 


ast year, we saw so few traditional point-and-click adven- 

tures that it became evident that the genre was dying out. 

Then there was the passing of Blizzard's Warcraft 
Adventures |[CGS+ 93). One of the last hold-outs seemed to be 
LucasArts, whose lifetime contribution to the adventure genre 
has been unrivaled. A visit to LucasArts revealed, however, that 
even they have succumbed to the 3D rage. But wait—let us not 3 y 
Say “succumbed.” Let us instead say that Lucas has embraced | 
3D technology, fully establishing that adventure games are not in 
demise... at least not within their walls. Their two latest prod- 
ucts, Grim Fandango and Indiana Jones and the Infernal Machine, 
may just show that true adventure can live on, even in (fully jar- 
gonized) “highly immersive, action-packed 3D worlds.” 


From SCUMM, they come 


The LucasArts SCUMM system ee ae ee ee Sic ee 
(Script Creating Utility for Maniac GRIM FANDANGO 
Mansion) has become a much-emulated game devel- Glottis and 
opment tool, setting the industry standard, and mak- Manny confer in 
ing application programming and hard-coding (which 
necessitated starting from scratch for each new game) 
a thing of the past. It has been ported to the 
Commodore 64, Apple Il, IBM PC/XT, Amiga, MacOS, 
Sega CD-ROM, 8-bit Nintendo, 
Turbo Graphix 16, and Fujitsu 
TOWNS—to name just a handful. 
First used in Maniac Mansion, this 
versatile system has become the 
foundation upon which all of Lucas’ 
adventures were built, until now. 
Aric Wilmunder, father of SCUMM, 
was once quoted as saying, “Ahhh, 
this 3D stuff is a fad.” While he 
acknowledges at this point that this 
is probably not the case, he still 
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THE CURSE OF 
MONKEY ISLAND 


from the other. In cinema, if you 
were to screen six films with 3D 
effects side by side, it would be com- 
pletely evident that they are distinct- 
ly different.” He believes that over 
the next 30 years things are going to change dramatical- 
ly and we'll look back at our adventure history—at text 


adventures—and marvel at how far we’ve come. 


Night of the Living Day of the Dead 


LwWUCSs' first adventure to dabble in 3D is Tim 
Schafer’s Grim Fandango, which should be out in the 
coming months. Based on the Mexican.celebration of 
The Day of the Dead, this title is probably one of the 
most original and bizarre-looking games in develop- 
ment. Schafer (Day of the Tentacle, Full Throttle) became 
intrigued with The Day of the Dead when he took a 


Guybrush 
Threepwood 
spent many 
years wandering 
through SCUMM 


chic art deco 
surroundings 
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The Evolution of 
Tim Schafer’s 
work [from left]: 


DAY OF THE 
TENTACLE 


FULL THROTTLE 


GRIM FANDANGO 


2D0-3D mixing 
allows Manny to 
seem to reach 
into the back- 
ground 


believes that we have a long way to go to realize matu- 
rity in 3D technology. 

Wilmunder likens our industry to the film industry, 
indicating that on the technology timeline, we are prob- 
ably somewhere between The Great Train Robbery and 
Birth of a Nation. He considers, “If you place several moni- 
tors side by side and run a bunch of 3D shooters on 
them, you are unlikely to be able to [quickly] tell one 


folklore class in college. “Day of the Dead used to be a 
quiet somber event, but the Mexican government, in 
order to promote tourism, decided to ‘beef it up.’ Kids 
now run through the street and try to force people to 
come and see their family shrine, and perhaps solicit a 
donation. And in the cemeteries where at night there 


used to be a quiet vigil, now we have camera crews and 
noise and interviews.” 


Fandango The lush sky- 
sports a beauti- scape sings in 
fully stylized 2D texture 


post-depression 

looking city straight out of film noir, 
and a cast of well dressed skeletons 
relating a tale of deception, crime 
and intrigue, all done with Schafer’s 
inimitable tongue-in-cheek subtle 
humor. A lover of real-time strategy, 
he toyed with the idea of designing 
an RTS game right after Ful! Throttle. 
After a rude dose of “what-was-l- 
thinking?” medication, he returned 
to his area of expertise. 

Schafer seems to take the nuts-and- 
bolts approach to game design. “At first | had the environ- 
ment in my head, then when | realized that you couldn't 
just walk around and look at stuff, | had to come up with a 
character. So who would be the coolest guy to be in the 
Land of the Dead? So it would probably be some Grim 
Reaper type guy—Death itself. So what would his job be? 
He’d be a limo or taxi driver transporting people into the 
Land of the Dead. 

“Then | needed a plot. So... who would be opposing 
him? | delved deeply into many different movies that | 
was ripping off at the time, like Chinatown, which has a 
big real estate scam in it, and wanted to come up witha 
real estate scam of my own. This is hard to do in the Land 
of the Dead, because no one wants to buy a house there 
and live there for very long. So | finally came up with the 
idea that he would be a travel agent trying to get out of 
the Land of the Dead.” 


Dem bones, dem Spanish bones... 


Death is personified (paradoxical as that may be) by 
Manuel Calavera, Manny for short, who is something of a 
bare-bones, dashing, Latin Humphrey Bogart in a double 
breasted suit. They had not initially planned on Spanish 
or Mexican 
accents, but 
after hearing the 
Casting tapes, 
the choice 
became evident. 
Actor Tony 
Plana JFK and 
Havana) pro- 
vides Manny 


UTES COMED 
and Anne 
Bancroft, 


together again 


Is that E.T. on 
the ceiling? 


with a jaunty south-of-the-border 
accent, and ambient voices provide 
subtle commentary and “background 
hum” with English and Spanish inter- 
spersed. Manny's sidekick, Glottis, is 
a difficult-to-describe blob of some- 
thing that may have escaped from 
Ghostbusters; he takes a pedal to the 
metal approach to problem solving. 

Mercedes Colomar is the femme 
fatale. She is one of Manny's clients, 
stolen from nemesis Hector LeMans, in 
an attempt to fill Manny's travel agent sales quota. In a four- 
act excursion, Manny and Mercedes traverse the under- 
world’s underworld, in an attempt to foil Hector and get the 
hell out of hell. 


Texturing vs. full 3D 


Grim Fandango is developing technologically on the 
fly, which has made it a much more strenuous process 
than was, say, Curse of Monkey Island, which used 
SCUMM. With Grim Fandango, they opted to go with full 
3D characters with 2D backgrounds, and this integration 
has been the biggest challenge. 

“This is [potentially] a full 3D engine,” Schafer says. “| 
would like to go full 3D. | want to see full 3D adventure 
games. And this engine is a transitory step. At this point in 
3D, | don’t think we could have done the textured back- 
grounds that we've done in Grim. The backgrounds here 
are very detailed and very rich. And if we had tried to go 
full 3D, it would have looked like a Doom clone. We've 
learned a lot here about what todo with 3D, though.” 


Indiana Jones bids farewell 
to Nazi resistance 


‘TWe adventure group at LucasArts that has jumped 
fully into 3D space is the Indiana Jones and the Infernal 
Machine team, slated to release its game next year. 
Headed by Hal Barwood (a principle commodity around 
Lucas for quite a while now), the design.team is crafting 
something that looks quite a bit like Tomb Raider, but 
retains a greater sense of the classic adventure. 

The story has to do with what 
exactly happened during the time of 
the Tower of Babel (once believed to 
be the main cause of your inability to 
speak Greek). We will finally see Indy 
in a post WW ILworld. “Il simply got 
tired of dealing with those Nazis,” 
said Barwood. Set during the Cold 
War in 1947, the game begins as the 
CIA has found out that the Russians 
have mounted _an-expedition to start 
digging up the ruins of Babylon, 
especially in the vicinity of the leg- 
endary Tower. 


Glottis plays Ben 


Hur with the 
Grim Reaper 


Glottis and 
Manny have 
quite the hot rig 


3D modeling 
allows Manny to 
glance around 
and focus on his 
surroundings 


INDIANA JONES 
AND THE 
INFERNAL 
MACHINE 


Indy surveys the 
lavafall 
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HERE’S WHY. 


“Fun, hypnotic, immersive; three words 
that describe I-Magic's latest release 
Industry Giant in a nutshell.” 


— The Wargamer 


“WarBirds continues to be the model for 
what an online game should be.” 
Online Game of the Year '97/'9398 

— PC Games Magazine 


“Seven Kingdoms stands tall an inventive, 
(al [e\-)0)|- Be pele (SO eirMe — rls eMreie -a- gs- g5\2- p= Bod 


— GameSpot 
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*“Vangers is one of the most unique titles 
seen in a long time.” 


— Games Domain 


“For real-time strategy aficionados, this 
one’s a keeper.” 


— Computer Life 


*"“Outstanding depth of play” 
— PC Games 


“Cin iF/A-18E CSP) ... you'll never have to 
fly the same mission twice, and you'll 
experience an unprecedented degree of 
Taled-le-leiriielaM@mel-i4"'/-\-laMm-|11(-lMt-[ale Me) slelel-jial=, 
forces on the land, in the air, and on the seas.” 


— All About Games 


INTERACTIVE Le. 


® 


Visit your local retailer or call 1-800-789-1534 
WW VAVVAVVAligat-l=|(ele(-lga(-\-Melelgg) 
WarBirds, Vangers, Industry Giant, iF/A-18 Carrier Strike Fighter, Seven Kingdoms Ancient Adversaries, and 


Malkari are trademarks and Interactive Magic is a registered trademark of Interactive Magic. Inc. 
©Copyright 1998. All rights reserved. All other trademarks are property of their respective owners. 
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1.888.SEGASOFT 


ImMEnsiOn 


© 1998 SegaSott Networks, Inc. All rights reserved. Vigilance, HEAT, the HEAT logo, SegaSoft, and the SegaSoft logo 
are trademarks of SegaSoft Networks, Inc. All other logos are the property of their respective owners. 


Determine preparednes 


{7 AME Ry TS 


THE REAL UP IDERWORLO 


LWelcome to the Here and Mou. 
LUhere the enemy is scum. But human scum. 


Ais fast, sly and lethal as you. 
LUnhere stealth is as important as firepower. 
LUnere you can actually look the enemy in the eye. 


Aind watch him look back. 
Forget Hell..This is the real underiuorld, : | 


* Real-world counter-terrorist missions 
© 8 Linigue player characters in single player mode 
© 20 unique player characters in multi-player deathmatch mode 
® Quer 4O weapons and Power-ups 
* Ground-breaking photo-realistic graphics with the 
all news AnyChannel 30 engine 


For a free demo, visit www.vigilance.com 
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Indy surveys the 
Demon Gate 


Indy surveys the 
Waterfall of 


Poor Dental 
Hygiene 


Indy surveys the 
rope bridge 


Sophia 
Hapgood is 
back, assisting 
Jones in infiltrat- 
ing the Soviet 
dig site. What 
they find really 
happened 2500 
years ago was 
not the 
Babylonians’ 
rather elemen- 
tary attempt to 
reach heaven, 
but the con- 
struction of a 
machine to 
bridge the gap 
between two 
parallel worlds— 
between the Babylonians and 
Marduk, an entity that they believed 
to be a god. Unfortunately (or not) 
when the tower blew up, they 
destroyed it. 

The Russians are intrigued because 
they believe there may exist here a 
weapon that would swing the bal- 
ance of power in favor of the Soviets 
and against the Western alliance. 
Indy’s antagonist, Gennadi 
Volodnikoy, is unable to reassemble 
the machine, but eventually they 
reach an area where an inscription explains that there 
were four disciples of Marduk who grabbed significant 
parts of the machine and fled. With this knowledge, Indy 
begins an around-the-world odyssey to gather the parts. 
In addition to ancient Babylon, Indy will explore the Tian 
Shan Mountain region in Kazakstan, the Aztec pyramids in 
Teotihuacan, Palawan in the Philippines, the Kingdom of 
Kush, and beyond. The Russians are Indy’s main adver- 
saries through the first three quarters of the game, but 
then, as in the other Indy titles, something a little bit weird 
creeps in. We won't spoil it by telling you what. Actually, 
Barwood made sure of this by not telling us what. 


Indiana Jones and the Fate 
Barwood 


Borwood's first game with Lucas was Indiana 
Jones and the Fate of Atlantis some years ago, and since 
then he has since spawned what some call Little Indy 
and Little Yoda (Desktop Adventures denizens). Now he is 
working on expanding the horizons of the genre. 

“When you have that mouse in your hand and you’re 
stuck on this one puzzle, it seems to be a little too limiting, 
and I'm trying to move away from that. The element that 
will most directly effect this is immersive exploration. This 
means real-time 3D with worlds that are actually coherent, 
that you can run around in, and puz- 
zles that pertain to the manipulation 
of those worlds, and... action. For 
example, Indy. Indy is an action guy.” 
He knows, however, that many adven- 
turers are hard-pressed to accept 
action elements—the mere thought 
of them makes many become imme- 
diately fumble-fingered, slack-jawed 
and glassy eyed. “Even in Fate,” he 
continues, “the action elements 
shocked and annoyed all my col- 
leagues here, so it is taking a bit of a 
chance. But | just couldn't stand hav- 
ing a character like Jones who is a 


of Hal 


swashbuckling guy suddenly just standing there looking 
for a way to use the wax lips with the rhinoceros.” 


Action-arcade wimps, take heart 


IF you don’t have optimum action skills, you're not nec- 
essarily stuck—they are crafting the game as more of an 
intellectual challenge than anything else. Learning to do 
the sophisticated things you must do to physically 
explore the world is not really a matter of dexterity. For 
instance tossing Indy across a 10 meter gap and having 
him hold on by his fingernails is simply a question of 
being able to gauge the distance and figure out what to 
do. If you do want a first-person shooter, however, you 
may switch to first-person mode during combat 
sequences. But after combat, play automatically shifts 
back into third-person. 

“Because the world we're building is more intricate 
and complicated than anything we’ve done before, it’s 
unlikely that players would be able to negotiate it in first- 
person mode,” says Barwood. “You would most likely 
stumble over things and fall into pits.” 

Basically, you have the control. If you don't like to kill 
things, you can bump down the difficulty slider and sudden- 
ly they'll be dropping like gnats. You can change difficulty on 
the fly even during combat. Beware, however, the “Indy quo- 
tient.” A little monitor will know whether or not you wimped 
out, and will deduct points from your final score. 


It’s not only the difficulty level Indy surveys the 


that determines the quotient. High- 
score seekers will have to play in 
maximum difficulty, solve everything and find all the 
secrets. Secrets include not only “touch this wall” secret 
places, but (since Indy is such a lusty treasure hunter) a 
great many tradable antiquities. Dozens of other puz- 
zles exist as well. “There are elements with which, as in 
any 3D world, you need to interact in order to manipu- 
late the world,” says Barwood. “But it’s not a real 
world... so there’s a certain abstract quality to how you 
do the manipulation. We try as hard as we can to make 
it intriguing, but to still offer sufficient internal clues. 
There will be a fair number of the ‘flip-the-switch’ vari- 
ety of puzzles, but also more complicated ones.” 


pyramid 


They haven’t forgotten how... 


The thing about LucasArts’ adventure games is that 
you can grab one of their dust-covered products from 
a number of years ago off the shelf and still have a 
wonderful evening with it. On the other hand, you 
might pull out several of their competitors’ newer 
“slicker” adventures from the last year or so and be 
bored to tears. The soul of an adventure game has little 
to do with its externals, and this is something 
LucasArts continues to remember—something we 
hope it will always remember. And if they can do it in 
3D, all the better. -Cindy Yans 
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TRIS! 


_ » Use realistic controls to adjust speed, brakes, train | | 
direction and more in this first person, cab-view = 
train simulation. 

>» Avoid costly collisions with vehicles, pedestrians, 
trains and other active objects making their way 
across these layouts in a real-time environment. 


> Couple and uncouple cars to build 
trains up to 100 cars long. 


> Inspect the layout and view game progress 
from different perspectives; roving 
helicopter, real-time walkthrough, user- 
defined camera placements and more. 

> Prepare game strategy including how many trains to 
include on each layout, where to place any additional 
trains and what cars are needed for specific cargoes. 


> Coordinate the movements of up to four trains on each layout. 


> Customize pickup and delivery schedules. 
>» Import layouts, including 3D graphics, elevations and grades, from 3D Railroad Concept And Design. 


www.abracadata.com °¢ 1-800-451-4871 
Abracadata available now on Windows 95/98/NT CD-ROM 


Your Source for Quality Software since 1985 
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Bigger Game World. Dheshey mentale mi @loyesler-\rw. © i Comprehensive RPG System. 
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ESRB trademarks and copyrights are properties of their respective owners. 
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By Scott Udell 


a our sandal-clad feet slap the paving 
“stones as you hurry towards the forum. 
You choke on the smoke of cook fires, 


-, only to fealize that it’s not breakfast burn- 
ing but an entire neighborhood in flames—build- 
ings too’ Close together and not enough denarii to 
pay the prefects who would fight the fire. Just as 
you wonder what started it this time you hear an 
angry roar and look down an alley in time to see a 
rampaging mob rush by. For them it’s not enough of 
everything—wages, food, water, entertainment, 
and more—and they blame you, so you do your 
best to hurry along and hide your face. Just as you 
mount the steps to the forum, ready to begin a hard 
day of work as governor of this city and province, 
you realize you've forgotten Caesar’s birthday for 
the fifth year in a row... but as your brow lifts from 
the steps and you're greeted by the view of a well- 
armed imperial troop, you realize with a sinking 
feeling that Caesar hasn’t forgotten that you've for- 
gotten; it seems like your days as an imperial gover- 
nor of Rome are over, but your career as lion food is 
just getting started. 


LOE 
bah 


Sierra Studios ¢ Windows 95 


And that describes what is a very 
bad day in Sierra Studios’ Caesar Ill. 
The third in a series (duh), Caesar III 
looks to be an evolution instead of a 
revolution; much of the gameplay 
replicates that found in Caesar Il, 
albeit cleaned up, prettied up, and 
generally brought up to the stan- 
dards of late-’90s games. However, 
there have also been a few signifi- 
cant changes to the system. 


You can build 

Rome in a day... 

Or, at least, you can build a pretty 
decent Roman city, which is Caesar at 
its core. Not only are you the gover- 
nor conducting Rome’s business, 
you're usually the chief planner for a 
city’s growth as well. While you may 
be placed in situations with an exist- 
ing city, you'll often be faced with 
just a bare patch of ground, a stash of 
money, and some orders from the 
Emperor. It’s up to you to lay down 
the basis of a city on the site, keeping 
in mind things like access to water, to 
arable land, and to the rest of the 
empire, all the while reserving space 
for future growth and new industries. 


You often start small—put down 
some farms and granaries, set aside 
land for housing (you don’t build it— 
citizens who move to your town do), 
maybe dig some wells. Early on 
growth is your goal, so as more peo- 
ple come to your city you provide 
them more places for work as well as 
ever-increasing numbers of amenities. 
You'll also gain access to new indus- 
tries (clay making, pottery, stone cut- 
ting, and more); “executive branch” 
structures (read: military academies, 
barracks, defensive structures, and the 
like); health, entertainment, and edu- 
cational facilities (baths, actors’ 
colonies, libraries); and so forth. You 
must manage this growth wisely, 
always protecting against failing 
income and planning for the 
inevitable disasters and invasions. As 
before, this is a solo effort; Sierra’s 
David Lester says the game is still 
“proudly single player.” 

So, these are the features that 
have been part of all the Caesar 
games; what's new at this level for 
Caesar III? The biggest change is the 
merging of the city, provincial, and 
battle screens into one large map; no 
longer do you pop out of your city 
screens to manage mines, farms,-and 
remote markets, only to drop back 
down to a tactical battle screen. The 
new maps are large enough to hold 
a goodly-sized city, its defensive 
walls, and its neighboring farms, 
while still leaving some for invading 
armies to traverse. Additionally, 
maps may now sport multiple eleva- 
tions and different terrain types. 

Aside from being better looking, 
the gameplay is itself much more 
visual. The emphasis is on letting 
gamers stay on the single screen, so 
while you can still drop into detailed 
graphs and charts, you can get an 
idea of goings-on in your 
city/province just by watching the 
main display. If granaries are empty, 
you know food isn’t getting to them. 
If little animated figures are running 
through the streets with torches, 
you know the citizens are unhappy. 
If goods pile up in the markets, you 
know that you've got to do some- 
thing to get trade going. It might 
not always be obvious why some- 
thing’s going wrong, or what you 
have to do to fix it, but at least now 
it's much easier to see that there is a 
problem before your whole city falls 
apart on you. 

Another improvement is that labor 
now goes where it’s needed auto- 
matically; while you can set priorities, 


_ Acity in its early stages; note that farms are now on the same map 
as the city itself so be careful in your land management—you want © 
_ workers close to the farms, but you don’t want the city to grow to 
eat up all your arable land 


Sty you've built from the ground up, but here they'll be immedi- _ 
ate and pressing and even though they weren't your fault, _ 
they're your responsibility now. The ultimate goal of the cam- 
paign is to become Caesar yourself. 


ee | | ee ‘tae Fighting the good fight | 
od ett 5B =. ee Mise) ith just one big map level, fans of the earlier games might 
be asking, “What about combat?” It’s still there, but it has 
been changed in a number of ways. Working from they city on 
out, you have prefects (your “police”), the defenses of your 
city wall, and your mobile legions. 
Inside the city, your prefects still keep the peace as always 


Take care lest tre inattention lead eee your sea in the aa tae sith lock: oer ey eho youn se eee 
to disaster Le your fixed defenses can stop the trate into the city (and woe unto you if that does happen— 


enemy hordes _ rampaging armies, particularly if they have elephants, can 
wreak plenty of havoc on your fragile infrastructure). Along the 
edges of your city you may wish to, if you have the money, 


Facing a fine career in erect defensive structures like walls, towers (complete with bal- 
the Roman Civil Service __listae) and so forth, and man them with troops who will auto- 
While you may certainly build a matically respond to any threat on their portion of the wall. 
= i ' choice city for the Empire and sit _ The best defense, however, is a good offense or, failing 
= i + 3 << Pe oback, the successful governor, to _ that, a defense that happens well away from the environs of 
: ; ~ | bask in the activities ofanewcos- —syourr city. For this you have units you can direct in real-time, 
ee mopolitan center, you may also wish = moving them from barracks within your walls to locations out- 
: ‘Direct your fi al d troops by moving sels for continuing challenges, new fron- 7 side. This portion of the system was only emergna in me ver- 
-leader’s standard, then order them to tiers... and more power within the sion of the game we saw, but already the team’s intentions 
assume the appropriate formation (note = Empire. And it’s here thatthe Caesar _—_are clear: while the game (like most games in this genre) oper- 
Ate 5 arcu these are placeholder graphics) series splits with the SimCity-style ates continuously, combat won't be a click-fest as in other 
2 e play by providing a campaign mode. __ real-time strategy games. While you do have multiple unit 
4 re no longer be responding end- In Caesar Ii this mode consisted of types, they all work in larger groups; instead of ordering single 
ee lessly to the demand of “More plebes _ building a province from the ground _ units or a disordered gaggle, you reposition the standard of 
ae needed!” If you wish to take the up, getting promoted to a rougher the leader of a formation to where you want him to be and he 
time, you can even click on the indi- area of the Empire, and doing it all leads his units there. You may order them into one of several 
~ vidual ’ “plebe on the street” and geta —_ over again... and again, and again. formations, choosing the one that will best meet your combat 
brief report from that individualon _ Players got tired of always starting needs. And remember, this is all happening on the same map 
his or her situation—if, forexample, from nothing for each new region, so __ that your city is on, so you'll want to keep an eye on happen- 
‘the cart pushers don'tseemtobe  —CaesarIl/ will offer you different chal- ings back home as well, and be very careful to protect any 
pushing, just click ononeand you —_ lenges as you move up in the ranks. weak spots in your fixed defenses lest those enemy units actu- 
~ might find out why. oe While early on you will certainly ally get into your city. 
ioe Religion also plays a part now. — spend time learning the ropes by : 
- The Romans had a whole slew of building small towns, promotions Don’t play fiddle for me, Nero 
ae: eee and you've got to keep them might bring you to existing cities, While Caesar II certainly has its following, it has its detractors too, 
ee: satisfied through temples and fes- = each one facing it’s own unique and even fans of the series had some issues with the system. Also, 
~_tivals. Please them and you'll reap problems you have toovercome. _ the game i is showing its age; flashy enough in its time, it doesn’t 
- the benefit ts sor erie mepved Unemployment rampant in your new hold up as well against the current generation of products. Caesar 
town? Fix it! Barbarians massing at a is intended to address all al ta fans and critics of the earli- 
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EYES #0 0 ~ BODIES AT 
LINES DRAWN BY MY OWN HAND. POSITIONS 

IL-OF DISCIPLINE =ALL THAT LIES BETWEEN 

DRECISION OF OUR RANKS WILL SOON GIVE 

SWORDS CLASHINGAN FRENZIED WRATH. BUT 


INSIDIOUS. EVEN MORE MERCILESS,, SILENGE. 
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"MADRIGAL 


TAKEN AND FOR MATIONS ‘SET ON MY ORDERS. A THIN 


RIGID ATTENTION. READY TO FOLLOW MY CHARGE. BATTLE |. ; 


US AND UTTER HYSTERIA. EACH OF US KNOWING/THE 


WAY TO SCREAMS GURGLING FROM BLOODY, MOUTHS ANS 
FOR NOW WE FACE AN ENEMY EVEN MORE. / 


Wars are fought on the battlefield. That is where the combat 
takes place. That is where the real action is. And that is what makes 


Myth Il: Soulblighter’a completely different strategy game. No time spent gathering” 
and building. No playing general from a distant ivory tower. Your time here is spent 
in the fray. Trying to fight smarter and harder than e: enemy. Myth Il: Soulblighter 
gives you the full battlefield experience with a real 3D environment and a rotating 
camera that lets you view the carfiage from every angle. The battle tactics you employ 
are key. Seizing the high ground and taking castle walls means life or death. Formations 
you select, from one warrior to your entire army, decide your fate. Everything that 
made Myth: The Fallen Lords 1997's Game of the Year is here. With improvements 
to game play and graphics, a whole new storyline and bungie.nct, the world’s best free” 


site for multi-player gaming. 


RB 4NGI * Call 1-800-295-0060 or visit our website at www.bungie.com 


for more information. Myth II: Soulblighter is coming soon. 


*Access to bungie.net is FREE. Player is responsible for ali applicable internet fees. 
Myth fl: Soulblighter, Myth: The Fallen Lords, and bungie.net are trademarks of Bungie Software Products Corporation. © 1998 Bungie Software Products Corporation. All rights r 
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Black Isle hopes familiarity breeds ancther hit 


he original Fallout was the consensus choice for RPG of 1997. A 
beguiling combination of slick cinematics, tactical combat, 


detailed statistics-based role-playing and excellent atmosphere, 
the game provided a welcome relief from a long RPG dry spell. 


Criticisms were few: the game was too short, the quest scripting 
often promoted confusion, and non-player character (NPC) allies tended to 
be more of a hindrance than a help. Even so, many gamers played the 
entire game through two or more times—a tribute to the excellent job 
Interplay’s Black Isle Studios did with the basic gameplay. 


The more things change... 
The inevitable sequel is traveling a very similar path, deviating 
only to address flaws and shore up weaknesses. Fallout 2, due by 
mid-Autumn, will pick up some two generations after the 
hero(ine) of Fallout was unceremoniously booted out of Vault 13. 
Left to wander aimlessly, the adventurer who vanquished The 
Master and ended the mutant menace eventually founds the vil- 
lage of Arroyo. All that remains of yesterday's heroics are a bright 
blue vault suit, the PIP Boy, and a water flask—alongside foggy 
memories of the near-mythical Vault 13. As before, the player is 
forced to take on the mantle of savior, and undertake a quest to 
find the ancient homeland (homevault?) and retrieve an artifact 
that will save Arroyo and keep the tribe alive. The artifact is the 
Garden of Eden Creation Kit (G.E.C.K), suspected to be lodged in 
Vault 13, whereabouts unknown. 

Producer Feargus Urquart admits that the Black Isle crew isn’t 


taking many chances with this 
sequel. After all, when you've got a 
good thing why screw it up? “We did- 
n't want to complicate it that much,” 
he notes. “In most areas we've really 
taken the “if it’s not broke don’t fix it 
approach.” Very little was broken in 
the first game, so much of the effort 
for Fallout 2 has centered on enhanc- 
ing what worked in the original, and 
tweaking what didn’t. One thing that 
is gone for good is the time limit that 
frustrated many Fallout players. 
Additionally, Urquart admits the 
Fallout designers never really appreci- 
ated the speed at which players 


could solve the game (and thus mak- 
ing the artificial pressure of the time 
limit rather moot). Some gamers, for 
instance, were able to kill the Master 
and destroy the Military Base without 
ever having to solve the time-limited 
water chip quest. “We didn’t account 
for that because we didn’t think peo- 
ple could do it,” Urquart notes. Wiser 
in the ways of gamers this time 
around, the Fallout 2 crew has decid- 
ed to avoid time limits completely. 
Simply put, Fallout 2 appears to be 
Fallout with more stuff. There will be 
new features, such as cars for players 
to salvage and drive (this will become 
crucial as the game progresses), new 
character traits (none of which have 
been finalized at the time of this writ- 
ing), and, of course, many new 
quests. The geography will be differ- 
ent as well, covering a wider area and 
many more locations. The terrain, 
though, will be pretty familiar to vet- 
erans of the wastelands. Fallout 2 
retains the dark palette of the origi- 
nal, which itself was a game designed 
by someone with an abiding love for 
sepiatone. While the beta used for 
this article still had players starting in 
a cave hunting rats, Urquart was pret- 
ty sure that wouldn't last. “We'll do 
something different,” he promised. 
“One team member suggests polar 
bears.” With luck, this is one area 
where the sequel will move beyond 
the original; too much rat hunting 
makes our hero a dull boy or girl. 


. Everybody was Kung-fu fight-ing 


Another area in which Fallout 2 will 
expand upon but not alter radically 
the original game is the combat sys- 
tem. Melee combat will be handled 
with much more detail this time 
around. “In melee combat, you'll 
always do less damage per hit, but 
you'll be able to hit more,” notes 
Urquart, who says players will be able 
to create a sort of “Bruce Lee” charac- 
ter if they really want to. Strong 
punches and kicks, specialty moves, 
and attacks that will penetrate armor 
and have a higher chance of doing 
critical damage, but do less normal 
damage, will help make a martial 
artist viable. The overall goal of the 
combat system, though, is to keep 
things in balance. 

“One of the biggest mistakes we 
made in the original was the turbo 
plasma rifle,” Urquart acknowledges 
ruefully. “We broke our rule, and we 
reduced its action point requirement 
by one compared to all the other 
weapons of its type, and it really over- 
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balanced the game once the player 
got the turbo plasma rifle.” He notes 
that “we kind of learned our lesson on 
that one, in that you do have to bal- 
ance everything.” The solution? “What 
you do is come up with these rules 
and you don’t change them. Like, all 
the punches start at three action 
points. You don’t ever go down in 
action points for a punch, that would 
just get ridiculous.” 

Likewise, the types of weapons you 
can acquire will be dependent on 
where in the game you happen to be 
at the time. Urquart explains, “We 
group weapons into levels of damage. 
In other words, you've got a level one 
weapon, a level two weapon, level 
three, level five. So we also section off 
the game into five types of 
areas...you Can, Say, give a player 
unlimited level three weapons in a 
particular area, but only two level four 
weapons. This way we can balance 
what the player gets.” Given that there 
are around 150 different weapons in 
the game, counting all permutations, 
such a system of grouping appears 
necessary. For the player, it should be 
transparent, but the effects (balanced 
battles, appropriate rewards) should 
be quite visible. 

Once in battle, players will have 
many more toys to play with, and 
with luck, many more real choices. 
Multiple types of assault rifles, for 
instance, and numerous melee 
weapons should make their appear- 
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ance. NPCs, which in Fallout were 
(with the exception of good ol’ 
Dogmeat) fairly useless if not down- 
right hazardous to one’s own health, 
should be much enhanced; i.e., they 
won't act like idiots and shoot you, 
you'll be able to (gasp!) exchange 
items easily, and you'll be able to give 
them at least rudimentary guidance 
as to their combat behavior: aggres- 
sive, defensive, use gun, use melee 
weapon, that sort of thing. And it 
looks like you'll be thankful for all the 
help you can get; expect a grimmer, 
darker future this time around. 


Talk dirty to me, baby 
That grimness and darkness extends 
into the plot, language, and 
ambiance of Fallout 2 as well. There 
will be a language filter, and you 
might consider using it this time. 
When was the last time you saw dia- 
logue in a commercially released 
game that featured detailed lists of 
the “services” a prostitute could pro- 
vide, jokes about cannibalism, and 
liberal doses of the F-word? It all fits, 
really, and there’s some doubt as to 
how much of this will make it into 
the final version, but it’s safe to say 
that this is one game you won't be 
playing with your six-year-old. Still, 
there will be lots of humor as well, 
though much of it warped and a bit 
on the dark side. 

For fans of the wonderful intro 
movie of the original game, with its 
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combination of mawkishness, hawkishness, and plain old weird- 
ness, the sequel promises a lot more of the same, if maybe not 
quite as elaborate this time. 


The best laid plans 

And what about the logical problems the rather non-linear 
structure of the first game caused? Urquart has an answer for 
that too. “Where we made our worst mistake,” he admits, “was 
where we tried to come up with these very intricate subplots, 
where the player does this, and the player does that, and this 
and that, and we would sit down and scrutinize it and draw 
Venn diagrams on the whiteboard and try to figure out exactly 
what the player would do, and we’d always miss one.” He shakes 
his head ruefully. “| don’t think the player is actually going to see 
it, but [in Fallout 2] we've simplified a lot of the subplots...the 
player is not going to run into the discrepancies [found in the 
first game].” 

As an example, he mentions Fallout’s Junktown, where 
“there was a variable that defined Killian’s state. There was a 
variable that defined Gizmo’s state. There was a variable that 
defined Gizmo’s plot, and there was a variable that defined 
Killian’s plot. We had four variables, and they each had three or 
four states.” That many variables meant trouble. “And the 
scripter didn’t write down every single incarnation of it to figure 
out if it had been taken care of,” Urquart admits. “The player 
could just jump in in kind of a strange way, and the whole thing 
broke. This time, a whole main quest will be one variable. The 
variable can be in just one state at a time, so we can easily 
account for where the player is supposed to be at any one time. 
You can jump around within it [the plot] but it will always be in 
only one state at a time.” 

Everything seems to be coming together on schedule for 
this eagerly-awaited sequel. Only time will tell whether the 
Black Isle folks can reprise the success Fallout had, or whether 
Fallout 2 will be too much like it’s predecessor to attract more 
gamers. It’s a sure bet, though, that fans of the original will 
want to pull on their vault suits and dive in to this one as soon 
as it shows its head above the desert sands. mp 
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onolith Productions is best known for its (yet 
to be showcased in a shipping product) 
LithTech 3D engine and action games like 
Blood, but that isn’t stopping them from reaching into 
other genres. What better way to do so than by acquir- 
ing an existing game from another developer? In this 
case, the game is Rage of Mages, and the developer is 
Russia-based Nival Entertainment. It’s quite a change 
of pace from Caleb and the Chosen, but then again, Russia can get a bit 
scary when you're lost in the woods.... 

Originally published as Allods by Buka Entertainment, the game is 
something of a hybrid real-time strategy/role-playing game. Teleported 
to a strange new world, the player chooses one of four character types— 
fighter, archer, wizard, thief, or their equivalents—and sets off on a series 
of missions. There are more than 30 of these branching quests, ranging 
from escorting people to curing plagues to wiping out various and 
sundry bad guys. Combat plays rather like Warcraft II, but with far fewer 
units and much more detail when the main characters are involved (ulti- 
mately, you can control several heroes as well as mundane troops). In 
town, you can shop for weapons, armor, magic and the like at well- 
stocked stores, upgrade your heroes’ abilities through training and gen- 
erally do other RPG-like things. Over time, the main characters can devel- 
op into powerhouses, and 
it would seem the mis- 
sions get increasingly dif- 
ficult as well. 

What's striking about 
Rage of Mages is how pol- 
ished it looks. Admittedly, 
the game is a finished 
product in Russia, but the 
alpha of the US version 
used for this article is sur- 
prisingly complete, 
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despite the Russian-language voiceovers. The graphics are 16-bit color 
and look excellent, the terrain is 3D, with functional hills and individual 
trees, and the static screens are simply beautiful. Gameplay is mechani- 
cally easy yet quite engaging, and the interface, while a bit rough in 
spots, is relatively intuitive. Select, move, attack—just like your favorite 
RTS game. Gather neat stuff, gain abilities, hire allies—just like your 


favorite RPG. 
Players can 
Save any time, 
which should 
go along way 
towards allevi- 
ating any frus- 
tration from the 
set-piece mis- 
sions on which 
the game is 
built. There’s 
plenty of 
choice for play- 
ers, too, in 
terms of 
weapons, magic, and tactics. You can hire 
mercenary units to fight for you, recruit allies, 
buy and sell loot, and, if you’ve got the friends, 
play it in multiplayer mode. 

Multiplayer options won't allow players to 
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participate in the single-player storyline-based 
lage... you get the missions, but up to 16 will be able to play over 
picture the Internet, LAN, or via modem/null modem. 


Multiplayer characters will be able to grow 
over time just like their solo-game counterparts, and there will be ample 
opportunity for looting and other forms of character enhancement. 
Buildings will take on added significance. For instance, there might be a 
weapons shop in the middle of the map, or an inn for hiring mercenaries. 
Interaction between characters should also be a high point of multiplay, 
as gamers team up or square off against each other. 

Due this fall in the U.S., Rage of Mages apparently has already proven 
itself in Russia (Monolith claims it has had “outstanding critical and mar- 
ket success” in the Motherland). It seems to have interesting and varied 
gameplay, even if it’s not terribly original. In its pre-release form it seems 
quite polished, a quality even home-grown games all too often lack. We 
won't know for sure until we get our hands on the finished, American- 
spec product, but given the success of games like Diablo and Warcraft II, 
it's possible Rage of Mages could find an eager following in the American 
market. -Robert Mayer 

Rage of Mages * Monolith * Windows 95 
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everal years ago Ken Burns’ Civil War series on 
PBS sparked a general rise in interest in that 

y conflict, and we saw a surge in the sales of Civil 
War-related wargames. This summer has seen the 
release of Saving Private Ryan, and one can wonder if that movie will do 
the same for WW II games (although, after seeing it, one can also wonder 
if it will do the opposite). Into this environment are coming several 
games, the most hard-core of which is likely to be TalonSoft's West Front. 

A sequel to East Front, TalonSoft is aiming to correct many of the 
problems in that title (those that haven't been fixed in patches already) 
and is adding many user requested tweaks, changes, extensions, and 
extra features. This is also the West Front, which stretched from the arctic 
reaches of Norway down through temperate Europe, Mediterranean 
climes, and the harsh North African desert—arguably 
more varied environments and combat conditions than 
those of the Eastern Front—so TalonSoft will be making 
changes/additions to the system necessary for recreating 
this part of the war. 

Like its predecessor, the game itself is as tactical as 
you can get without dropping to the scale of individual 
men and vehicles. Battles are played out on maps (either 
3D isometric or overhead 2D) using the typical wargam- 
ing hex-grid system (250 meters per hex) and six minutes 
per turn. To help eliminate the hex-grid look in the 3D 
mode TalonSoft is working at smoothing the abrupt hex 
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edges (except where they're appropriate, like the sea wall at Omaha 
Beach) and in getting features like roads and rails to slope appropriately. 

While not in the build we saw (which contained only a single scenario 
covering one portion of Omaha Beach at Normandy), TalonSoft’s Bob 
McNamara, producer on the game, says they plan on including terrain 
types appropriate for Northwestern Europe, the Mediterranean (Italy), 
and North African deserts. Amphibious operations played a much bigger 
role on the West Front, so things like shallow water, beaches, and beach 
obstacles have already been added to the terrain mix. In addition, you 
can already conduct amphibious landings, and they've included off-map 
naval gunfire support. While not in yet, they also hope to implement 
paradrops and glider landings. 

Several of the interface tweaks have already been implemented. A 
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Macro Move lets you move entire organizations with one mouse click 
(units move “line abrest”), and you can now view an HQ’s “50% resupply 
radius.” Something not in yet but under consideration is the ability to 
manually adjust the setup during campaign game scenarios (hopefully 
no more tanks stuck in the middle of swamps). 

Already in the game are the orders-of-battle for the U.S. and Germany, 
with the Italians partly implemented as well; others that are planned or 
are under consideration include Britain and the Commonwealth nations, 
France (including Vichy & Free France), Greece, Yugoslavia, Norway, 
Belgium, and 
the 
Netherlands. 
They expect 
to implement 
40-50 scenar- 
ios and up to 
four random 
campaigns 
(Tunisia, 
Western 
Desert, NW 
Europe, Italy). 
New for West 
Front will be 
linked-sce- 
nario histori- 
cal campaign 
games. These 
will be pre- 
made historical scenarios linked into a campaign, using 
the actual set ups involved in the battle. Currently in the 
works are linked-campaigns set in the Ardennes, 
Normandy, Sicily, Market-Garden, and North Africa. Each 
campaign will follow a sub-unit—most often a battal- 
ion—of one side. 

Further possible enhancements are of particular 
interest to the hard-core. Optional “Company CP” rules 
give what McNamara calls “enhanced command con- 
trol at the company level.” TalonSoft is also looking into a multiplayer 
Internet mode that would allow up to eight players per side; currently in 
its early stages, TalonSoft’s president Jim Rose nonetheless says they do 
have a version working (this feature will also be back-fitted to East Front). 

TalonSoft has often had a rough time when first starting up a series, but 
the progression of the Battleground series (and the stream of fixes/tweaks 
for all the games in that collection) shows that they are serious about look- 
ing for ways to improve their product lines. While it’s not likely that every 
issue raised by every gamer after East Front’s release will be addressed— 
there are, after all, differences in design philosophy—it’s already apparent 
that many problems are at least being looked at. The proof will come this 
Fall, when the game storms onto retail shores. —Scott Udell 

West Front * TalonSoft * Windows 95, 98 
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id you enjoy SSI’s Soldiers at War yet long for something a tad 
more realistic? Did you appreciate Close Combat II: A Bridge Too 
Far's realism, yet yearn for additional time to plan your strategy? 
Did you survive Steven Spielberg's brutally realistic Saving Private Ryan? 
Well listen up, soldier. Interactive Simulations, a small North Carolina- 
based developer may have something for you. That something is 107: 
The 101st Airborne in Normandy, a turn-based, squad-level game that will 
attempt to provide both the realism grognards crave and the turn-based 
play the mouse-challenged need. 

As the title suggests, the game depicts American paratroopers’ desper- 
ate struggles against the German Wehrmacht during the first week of the 
Allied invasion of France. You can pick a stick (18 paratroopers who jump 
together) that includes an array of individuals: an enthusiastic, yet naive, 
Oklahoma Indian, an intelligent ex-UCLA track star, a Brahma truck dri- 
ver's hefty son, etc. (Alas, Matt Damon probably 
isn’t one of them.) Each soldier’s characteristics 
and training directly affect his performance. 

Equipment also has a profound influence on 
performance. Once you have your troopers, you 
must equip them. We’re not just talkin’ 
Thompsons and pineapples, we mean 
everything—ammunition, field rations, 
canteens, razors—you know, the works. 
Forget the weapon-cleaning patches? 
Your BAR may jam (Kirby hates it when 
that happens). Leave the cigarettes? 
Morale will suffer—this was way before 
the age of nicotine enlightenment. 

Now you're ready to jump into the 
hedgerows of Normandy, and this is 
where things get sticky. Not everyone 
will make it; some men will be lost, 
some will be wounded; and if you are 
very unlucky, some will never make it 
out of the plane. Once on the ground 
you must organize remnants of your 
stick and accomplish your mission. 
There are nine missions (campaigns) 
from which to choose, each centered 
on a specific objective. From ambushes to rail gun destruction, ISI has 
put together an impressive list. 

Your men trudge across the tactical maps, searching for their objec- 
tive, improvising, adapting, and overcoming. Up to two sub-missions can 
arise in each campaign. For example, your men may be assigned to 
ambush the Germans en route to the Normandy beaches, yet discover a 
downed pilot who needs assistance. Additionally, you may run into 
enemy machine gun nests, snipers, and lost paratroopers who wish to 
join your small command. It feels like part wargame/part role-playing 
game, with a dash of adventure. 

The combat and movement routines are similar to Soldiers at War, 
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which makes sense—several team members had a hand in the design of 
that game and its predecessor, Wages of War. Each soldier has action 
points for shooting, moving, diving for cover, etc. Like Wages of War, the 
soldier's initiative determines when he acts, and his actions are remark- 
ably easy to control. The movement interface system is reminiscent of 
Blue Byte’s Incubation in that a selected unit's permissible moves are 
highlighted with dots; if any of these potential moves bring the unit 
within view of a known enemy, it will be highlighted with a small eye. It’s 
elegant, it’s simple. 

Of course wandering 
about in front of the 
German’s MG-34s can 
prove to be a deadly 
business. 101: The 101st 
Airborne in Normandy 
tracks hits upon 47 areas 
of the body. More impor- 
tantly, the game models 
blows to the human spir- 
it. Most soldiers will give 
up the ghost long before 
their bodies do. Wounds, artillery attacks, 
a squadmate’s demise, and tank fire all 
reduce a soldier’s morale. 

Tank fire? Yep, there are tanks and sim- 
ilar vehicles—Tigers and Jagdpanthers to 
be exact. Of course there were no 
German tank units in Normandy—not on 
D-Day itself, at least—but ISI put them in 
for fun. And, for those gamers lucky 
enough to make it through the cam- 
paigns, there will be some Yankee tankers 
to help you out in that final, climactic 
panzer battle. Unfortunately, the Al pilots 
the Shermans. 

Luckily, gamers will find plenty of 
cover. Although the game does not 
depict hills or multi-story elevation 
changes, it does accurately simulate line 
of sight—buildings, trees, barrels (or whatever) can obstruct a soldier's 
view. And quite a view it is. The tactical screens are reminiscent of Close 
Combat: A Bridge Too Far. You are God, surveying your charges from 
directly overhead. 

More than anything else, life according to ISI is believable. The devel- 
Opers set out to create a realistic simulation, and, if this early alpha is any 
indication, they may accomplish that feat. Make no mistake, this game 
may not enthrall the casual gamer, but it may give turn-based grognards 
something to cheer about. —Mark H. Walker 

101: The 101st Airborne in Normandy « Empire Interactive « 
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Preparing for battle. Combat plays an > 
expanded role in Settlers Ill, and you 
will have more control over it 


t's one of the best selling games in its genre; it 
lets gamers coach, cajole, lead, and order a small 
tribe of people from their humble beginnings on 
to greatness; it spawned a sequel perhaps even more 
popular than the parent... and chances are good 
that, if you’re in North America, you've never played 
either game. No, we aren't talking about Civilization, 
but about Blue Byte’s The Settlers series, games popu- 
lar in Germany but which haven't garnered much 
attention on this side of the Atlantic. Blue Byte is hoping the third 
time’s a charm with The Settlers I//. While obviously of the Settlers lin- 
eage, the team has nonetheless made some changes to the system, 
changes that are more extensive than those implemented in the jump 
from the first game to Settlers //. 

The expected graphics improvements are the least of the changes. 
The game runs in 16-bit color in resolutions from 
640x480 through 1024x768 (and perhaps as high as 
1600x1200). As with Settlers II, 
the terrain is lush and the 
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animation of the Settlers them- __ With three fighting 
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(best builders), and Asians 
(best fighters). One big addi- 
tion is tribal deities. In the back 
story, we learn that the head of 
gods has called the 
Earthly powers to task 
for their slovenly 
management of 
humanity, and given 
them an ultimatum: 
shape up “their” 
humans, leading 
them to domination, 
and survive; fail to do 
so and their supernat- 
ural days are num- 
bered; this godly 
competition forms 
the basis of the cam- 
paigns. As the human 
leader of a tribe you'll 
have to deal with 
your quirky gods; 
ignore them and suffer their sloppy but nonetheless destructive wrath, 
please them and get their assistance. 

The different tribes can now trade, something that will be of particular 
use in the expansive multiplayer options Blue Byte plans. Interaction 
(military or friendly) with more remote tribes will be enhanced by new 
types of ships (two civilian and three military) that each tribe can build. 
Individual Settlers (be they workers or military) can be placed on these 
ships as well. 
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In previous games in the series you had little control over military 
activities, something that may have accounted for their less-than-enthu- 
siastic reception on this side of the pond. While not fully implemented in 
the build we have, it sounds like this time control will be extensive and 
varied. Blue Byte, though, doesn’t want the game to become a click-fest, 
sO an extensive group-based order system (oriented around a leader) is 
planned (although you may con- 
trol individuals if you wish). 

One big problem with the first 
two games was an oft-obtuse user 
interface—it was hard to tell what 
was going on at times and, even 
more difficult, why things were or 
weren't working, but this time 
around Blue Byte is tackling these 
problems from multiple directions. 
First and easiest is an improved and 
expanded manual with more 
descriptions (less guess work). 
Second, more of the gameplay con- 
trols and displays will be up-front 
on the main maindow instead of buried in layers of interface 
screens and dialog boxes. Lastly, there will be more indica- 
tors and warnings to inform you of when some process 
isn’t working and, even more importantly, why. 

As mentioned, multiplayer support is a big part of Blue 
Byte’s plans. While current builds support about 10 play- 
ers in multiplay, Blue Byte hopes to expand this to 20 by 
the time the game ships. In addition to LAN play there 
will be Internet capabilities, and Blue Byte already has a 
server system up and in testing. Lag won't be the prob- 
lem for Settlers /// that it is for action games, but if it’s bad 
enough players won't be able to join a game or may get 
kicked out of the game; if this happens, Blue Byte hopes 
to have computer players take over for the missing 
human. Multiplayer games should take an average of 2-3 
hours to complete; Blue Byte says that most 
things in the game will happen more quickly 
than they did in the earlier titles. 

German gamers are likely looking forward to the 
release of Settlers /// with the same level of anticipation g@é& 
North American gamers would have for, say, a i 
Civilization Ill. How it gets greeted on this side of the 
Atlantic is the big question for Blue Byte, and the 
answer should be an important one for this publisher. 
~Scott Udell 

The Settlers Ill * Blue Byte > Windows 95 


Honor 


“Ss 


— ™ 


cavedag 


EHTEPTAR hve nT 
A GT Interactive Company 


www.cavedog.com 


| Ww 


arhammer is a seductive universe. The Games Workshop's 
miniatures are arguably the most popular tabletop endeavor of 
all time. There have been numerous efforts—Space Hulk, a 
semi-first person shooter/strategy game; Shadow of the Horned Rat and 
Dark Omen, medieval real-time tactical strategy games; and Final 
Liberation, Steel Panthers in the Epic 40K Universe—to convert this popu- 
larity to the PC (and console), but none have yet attempted to capture 
the beauty and squad level detail of Warhammer 40,000 (40K). 

With the fall release of Chaos Gate, SSI hopes to change all that. At first 
glance this 40K game looks a lot like SSI's mediocre Soldiers at War. After 
all, we are talking turn-based, squad-level combat. But the producer, 
Scott Evans, promises much more. 

"This is about a 90% rewrite of the Soldiers at War engine," he says. 
"For one thing, we've improved the line of sight engine; it is much more 
sophisticated. For example, if there is a permeable object in the way— 
such as brush—it will affect your chance to hit the target." 


And there are a lot of targets to hit. The game 
models skirmishes between the forces of Chaos 
and the Emperor's Ultramarines. You, as the 
good guy or girl, will direct up to 20 Space 
Marines against the computer driven forces of 
evil. Your motherboard will throw Chaos Marines 
(and Terminators), Khorne Berzerkers, 
Bloodthirsters, Bloodletters, Flesh Hounds, and 
several other baddies at you. On the other hand, 
the Space Marines muster Terminators, Assault 
Squads, Tactical Squads, Devastator Squads, 
Apothecaries, Librarians, Techmarines, and 
Captains, in addition to a plethora of weapons to 
slap in their hands, Power Fists, or whatever. 

Yet the mind can be the strongest weapon of 
all. 38,000 years from now powerful psykers, capable of focusing more 
mental energy than an angry spouse, inhabit the universe, and so will 
they invade your Chaos Gate driven computer. There will be 22 
Ultramarine Psionic psyker bolts, from Hellfire to Vortex, and a like num- 
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ber of evil Chaos incantations. 

"My favorite Ultramarine spell is Holocaust," says Evans. "This thrashes 
everything within a 12 tile radius of the psyker. It's fun to position your 
psyker amidst 10-12 Chaos Cultists then use this ability... the Cultists 
pop like zits." 

But small arms and psykers aren't the battlefield’s only inhabitants. SSI 
also plans to stuff the CD with pilotable vehicles. Both sides will have T- 
80-like Predators, M-113-like Rhinos, and the mini-'Mech-like 
Dreadnoughts to help them crack particularly stout defenses. 

And there will be many stout defenses to best. There’s a fifteen-mis- 
sion campaign, but gamers can play up to three random missions 
between each scripted mission. Experience gained and boss weapons — 
found will carry over to the next scenario. Gamers may choose which 
Marines they wish to take on each encounter, including “heroes” (i.e., a 
Librarian, Apothecary, Captain, etc). Marines that survive the rigors of 
war gain experience and may rise in rank—to sergeant or captain— or 


capability (i.e., to Terminator for example). SS! will include a number of 


stand-alone missions for the campaign-challenged amongst us. If none 
of those suit your fancy you may randomly generate an assignment. 
Finally, if you still want more, the game will include a scenario editor. 

And what attractive scenarios they are. Richly detailed miniatures are 
the hallmark of any Games Workshop game, and Random Games (Chaos 
Gate's developer) and SSI have brought that heritage to the computer 
screen. The figures are painted-model perfect, and the terrain—from 
frozen wastelands to decaying industrial sites—looks beautiful. 

"Basically this development team is made up of a bunch of 
Warhammer heads," comments Evans. "The level of polish in 40k is just 
on another level than So/diers at War. The animations are much more 
detailed, much smoother," 

The interface is a snap. No clunky-hit-the- 
sens space-bar-to-view-options or right-click-for- 
Chaos 


action-menu here. The actions and options are 
Marines...orare —.. 
theylonghorned _—integrated into the bottom of the screen. Nearly 
steer? everything your heart desires—from engaging 
The squad your jump pack to setting the viewable terrain 


— ead _ height—is a click away. 


Ah, but that damnable terrain. 
Confusing in the extreme, it was the 
bane of Soldiers at War's existence. |s it 
fixed? Maybe. We couldn't see a lot of 
difference in the alpha we had, but 
Evans promised some enhance- 
ments—such as terrain level default- 
ing to the selected model's feet and 
auto-level tracking of weapon fire— 
would be implemented before the 
game's release, 

As one of the only turn-based tacti- 
cal games (one of the only turn-based 
games period) planned for this year, 
gamers—particularly Warhammer 40K 
buffs—will be keeping a close eye on 
it; and, while it may not have quite the visceral appeal of a tabletop full 
of Space Marines, it’s a lot simpler to clean up after you're finished. 
—Mark H. Walker 

Chaos Gate « SSI * Windows 95 
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A built-in unit editor lets you tweak the balance 


Harris and Producer Mike Glosecki have come up with 
what they call the “3rd edition” rules. (Harris says it’s 
“,..an opportunity to put some things straight.”) In 
addition, they've added some further rule variations 
ou knew it had to happen; after years of requests from gamers, you can switch on or off. The computer version will also allow you to 
Axis & Allies—probably the most popular wargame short of, say, modify some of the setups; Harris told us that there’s been a raging 


chess—has been drafted into the computer gaming army and is debate about how well balanced—or unbalanced—the game is, that 
almost through the boot camp of development. We hada chancetolead “the Axis seem to have a real hard time winning this game.” To address 
a trainee version in some exercises and to talk to some of its drill instruc- any questions of balance, you'll be able to tweak the values (price, 
tors, and wanted to file this report. strengths, and movement) of each type of 


unit, either globally or for individual 
nations. You'll also be able to modify the 
initial placement of units. 

While Harris says the Al in the game 
thinks coordination, there are no ways for 
the human players to communicate with 
the Al—you can put your units on an 
allied Al player's ships, but you don’t have 
any way of telling them where to go. This 
is not to say that the Al will be stupid— 
Harris and Glosecki both agree that the Al 
is currently the team’s thee sot effort. If 
you want the 


- As its name implies, Axis & Allies portrays World War II 
at a global or “strategic” level. You have five nations 
divided into two camps—the U.S., England, and the 
Soviet Union as the Allies and Germany and Japan as the 
Axis. Up to five players can control these nations as they 
fight the war, and, as in history, the Allied and Axis coun- 
tries must fight together with their partner(s) in order to 
succeed, (There are, however, rules for determining 
who’s the overall winner if you wish to know.) As the 
leader of a country (or multiple countries) you decide the 
movement of armies and fleets, and make simple pro- 
duction and research decisions. The game, which starts 
in 1942 (hence the American involvement) con- 


.. tinues until the Allies occupy the Axis capitals or A The Soviet player best coopera- 
', until the Axis either controls enough industrial mies tive/competi- 
| €apacity or occupies two Allied capitals. Gambit" in the open- tive experi- 

| 4. $0 what's so special about the game, and ingmoveofthe __ ence, look to 

: & why are fans so excited about the conversion to game... multiplayer. 

__ the computer? The board game design is an |b and succeeds! egy “The idea of 
elegantly simple rendition of WW II at a strate- (at least for now) (Ttisns Feat fi playing over 
gic level. While not quite as simple as, say, Risk : World War N ata ; co the ‘Net... 
or even Afrika Korps, it is no where near as com- glance oS . with some- 
plex as Third Reich. Larry one,” says 
Harris, the designer of Harris, “ is 
the board game who is going to over- 
working closely with the come one of 
developers of the com- the biggest 
puter version, says, “I've problems that 
always considered [Axis Axis & Allies 


[the board game] has—it’s got a lot of followers, but they’re all isolated 
islands out there, and the fact that you can operate it from the web is 
going to really do great things for this game.” While there’s no specific 
play-by-e-mail (PBEM) mechanism, Hasbro has built in a “time machine” 
and the mass market.” function that lets players review as much of the game that’s been played 
And the market seems — . 1 | as they wish (they may even go back to an earlier point and restart from 
to like what Axis &Allies x ay ue there); this combined with file saves should replicate PBEM without 


& Allies] to be what | call 
a ‘bridge’ game—one of 
those things between 
the hard-core hobbyist 


offers; in the 15-some years the game’s been available it’s sold over a much trouble. 

million copies. . And where is this computer version headed? Perhaps Harris say it 
The computer version is, at the base, a direct translation of the board best; “You can never tell what’s going to happen,” he laughs. “But | am 

game (2nd edition rules). As is usually true with Hasbro Interactive excited about the potential.” —-Scott Udell 

games, however, there are some optional additions and enhancements. Axis & Allies * Hasbro Interactive * Windows 95 
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F-16: You want > 
mission variety? 
How's this for 
unique escort 
duty? 
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Yuri Prikhodko watches quietly. Every now and then, he leans over 

to one of the developers and whispers something to him; he 
politely points out that the whiskey mark in the HUD is too small or the 
scale on the mach indicator is incorrect. At one point, he laughs out loud 
as if he can't help himself and explains that they've attached the speed 
brake backwards. "If it were that way, the minute you open it, it would 
rip off," he explains in his curling Russian accent. The team seems a little 
annoyed, which is hardly surprising. NovaLogic is known for playability, 
not this sort of attention to accuracy. But they've hired this amused 
Russian for that very reason, to lend their sim an air of authenticity. Mr. 
Prikhodko is a casualty of the Cold War, a Russian test pilot who suddenly 
found himself without a job when the Soviet Union's military collapsed 
with the Berlin Wall. 

John Fergione is Prikhodko's American counterpart, a Navy flier now 
working for Lockheed and 
advising NovaLogic on 
their F-16 sim. He must 
have similarly annoyed the 
developers when he took 
an early build of the sim for 
a test flight. "What they first 
had," he lets out a low 
breath, "Whew. I'd like to fly 
that airplane. It was signifi- 
cantly better than any air- 
plane in the world. So we're 
toning down the engine a 
little." Welcome to the world of flight sims, gentlemen. Or, more specifi- 
cally, welcome to the world of NovaLogic's flight sims. 

NovaLogic isn't known for casting their aircraft in the harsh light of 
extreme realism. They are, however, known for accessible gameplay. "We 
try to get things as authentic as we can,” explains NovaLogic’s Dave 
Seeholzer, vice president of software development. “In general, if things 
are real authentic, they're hard to play. So in one of our final passes, once 
everything's working, we evaluate what's tough about the sim. For exam- 
ple, the Raptor that shipped was not the Raptor that existed a month 
before," he says of their F-22 sim, "That Raptor ended up needing to be 
simplified so that mere mortals could play the game and have fun." 

F-16 Multirole Fighter and MiG-29 Fulcrum will ship as separate prod- 
ucts, but they'll initially be available in a bundle, priced as a single game. 
These sims will introduce NovaLogic's Integrated Battle Space, or IBS, a 
multiplayer engine that combines the F-16, MiG-29, and F-22 into one 
environment. Players can host their own games with IBS or they can con- 
nect through Novaworld, the company’s server, where player stats will 
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T he NovaLogic team is showing their new MiG-29 sim to a visitor. 


4 MiG-29: The quickest way to gain altitude 


1 NovaLogic g gets serious 
about theirsims — 


be tracked and stored. Multiplayer games will be similar to F-22's Raptor 
Air War, in which each player chooses to fly as a fighter or bomber, work- 
ing to take out the other team's base while defending their own. 

But why would anyone choose anything other than the stete-of-the- 
art F-22? "The F-22 is a very stealthy aircraft," explains producer Wes 
Eckhart, "But for that stealth, it sacrifices top speed and agility to some 
degree. The F-22 will have the advantage up until the point where it's 
been seen. Once it's been seen, it will have to get into a dogfight with 
the other two planes. At high speed, the F-16 is going to be superior. 
And at slow speed, the MiG- 
29 will probably out turn it." 

In single player games, F- 
16 and MiG-29 will ship with 
five campaigns. Two of the 
five campaigns are common 
to both sims, but played . 
from different perspectives. 
A mission editor will be 
included. These sims will 
finally drag NovaLogic into 
the world of 3D acceleration. 
Although their accelerated 
terrain looks nice, the cockpits are the 
real show stoppers. Rendered as fully 
3D objects with mouse driven 
hotspots, they serve as the center- 


& MiG-29: Do you prefer | 
your MiG over ice? 


4 F-16: All ordnance and © 
fuel tanks will be shown on. 
aircraft, so you'll know if | 


you're opponent's fully pieces for a gorgeous virtual cockpit. 
loaded, like this Falcon, or "We think we have the best cockpit in 
whether he's gone terms of having a virtual cockpit that's 
Winchester. 


really sharp and clear and full of infor- 
mation," Seeholzer beams. "Generally 
you see virtual cockpits that are simplified or you see really beautiful 
hand-painted cockpits that aren't virtual. We're pretty proud of how 
much this looks like a hand-painted cockpit." 

Although F-16 and MiG-29 will be built for the same gamers that 
turned out in droves to buy F-22 Raptor, they will feature more detail than 
the streamlined F-22. Since the F-16 and MiG-29 have years of service and 
reams of publicly available data, they're being built on a stronger founda- 
tion. More realistic flight models, more weaponry loadout options, more 
detailed avionics, and consultants with a strong sense of their planes’ limi- 
tations should make for sims that sit comfortably between the bounds of 
realism and playability. We've seen how well NovaLogic does with playa- 
bility in their Comanche and F-22 sims; this fall, we'll see how they fare 
with subject matter closer to reality. -Tom Chick 

F-16 Multirole Fighter * MiG-29 Fulcrum * NovaLogic * Windows 95 
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ew Temperance... a gritty, grimy city very reminiscent of Chicago 
in the 1920s. Dingy storefronts hide shady business. Inside Mom 
& Pop’s Café you can see large men in bad suits, errm, “discussing 
insurance” with Pop. Down the street Lulu and her girls operate a not-so- 
Classy joint just two blocks from the precinct building, but when you see 
Chief Mallory come whistling out the door you figure the only thing Lulu 
has to worry about is her boss, the boss in the area... at least until he 
gets cut down in a hail of 
Tommy gun fire in one of 

the city’s many “business 
realignments.” No, this ain't 
your Aunt Matilda's SimCity, 
that's for sure, but it can 

be yours in Eidos’ 

upcoming Gangsters. 

For some reason 
Europeans seem to have a 
fascination with American 
gangsters, and England's 
Hothouse Creations, devel- 
oper of Gangsters, is no 
exception. In fact, in 
Hothouse’s case “fascination” 
might be better replaced 
with “obsession,” as this game 
has an incredible amount of 
detail, all of it revolving 
around the operations and 
culture of a mafia-like infra- 
structure in this imaginary city. 
In doing so they may have 
gone over the top—some will 
undoubtedly object to a game 
that requires you to promote 
things like extortion, prostitution, bribery, and 
murder—but no one will argue about the atten- 
tion to detail that’s apparent even in the early 
version of the game used for this article. 

You're the “boss” of one of several rival 
gangs, out to become top dog in a city of 
vicious criminal canines. You start small—a 
handful of hoods, a center of operations, and 
maybe a front business or two. From there you extort, bribe, bomb, kill, 
buy, threaten, and generally nasty your way into more and more power. 
Winning depends on the conditions you set at the start of the game. You 
might have to eliminate the competition, killing their bosses and throw- 
ing the gangs into such turmoil they'll never recover. You might take 
control of a majority of the territory in the city, or you might reach a 
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That’s one way to deal with a 
business problem... 


point where you can be elected mayor and really run 
the show (history has its Boss Tweed... perhaps you 
can be the game's Boss Plaid?). Or maybe you'll find 
you've committed all the crimes there are to commit 
and that you just want to retire, going “straight” (with 
all your loot intact, of course). 

The game is divided into two distinct portions, a weekly Orders phase 
wherein you plot all your major orders (the game is paused at this point) 
and a continuous-time week during which your orders are carried out. The 
weekly phase is the core of the game. Here you give out business orders, 
give general orders to your personnel (patrol, guard, recruit, etc.), and plan 
criminal operations from “minor crimes” like extortion and bribery to “major 
crimes" like arson, murder, ambushes, and the like. In this 
mode you also deal with your accountant, who will help you 
keep track of your business operations and your lawyer, who 
will help you in your dealings with the law and the public. 

Once you are done with the Orders phase you drop into 
the continuous-time mode to watch things happen. You 
can adjust the speed of this phase from a somewhat faster 
than real-time crawl to a zippy pace that flashes the week 
by in a few seconds. This mode uses an isometric view of 
the city, and lets you track the activities as the week pro- 
gresses. Depending on how much mischief you and the 
other gang bosses have planned, any week might see no 
activity on up through a major gang war, complete with 
exploding buildings and streetside gun fights. This mode is 
not just about watching the action, though; you may also 
issue “immediate” orders to your hoods and businesses as 
you see fit. 

And once you're tired of 
playing the computer gangs, 
you can hit Mplayer and fight 
the really nasty opponents, 
online gamers. Multiplayer 
wasn’t functional in the build 
we have, but Hothouse says 
that the city in multiplayer 
games will feature fewer 
businesses and more park- 
land between gang regions, 
putting more emphasis on 
combat and shortening the 
game (note that there is no 
timing mechanism for the 
Orders phase beyond the 
heckles of your impatient 
opponents). 

No matter what you think of the subject matter, you have to be 
intrigued by the amount of effort Hothouse has put into the game. 
Whether gamers are interested in gangsters—or Gangsters—is, however, 
a question for which not even Al Capone could drag an answer out of us. 
~Scott Udell 

Gangsters « Eidos » Windows 95, NT 
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of Thief: The Dark Project. Set in a fiction- 
al past where magic and industrial tech- 


nology coexist uneasily, you play Garrett, 


a master thief who relies on stealth and 
cunning (as well as a few strategically 
placed arrows) to survive. From the open- 
ing cut scene, the unique hand drawn 
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Players take on the role of Garrett, a cynical and world-weary master 
thief, who uses stealth and intellect and not just weapons to success- 
fully complete his missions. Garrett targets the city’s corrupt and priv- 
ileged nobility, whose wealth is at his disposal -- as long as their 
guards don't see him. Garrett’s dark heroics ear the attention of a 
mysterious patron who offers a fortune if he can retrieve an enormous 
-gemstone with a notorious reputation. But it soon becomes clear that 
more is at stake than a comfortable retirement. Strength as well as wits 
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whose involvement leads 
Garrett to his most dangerous 
assignment yet. 


Cutty 


Cutty is Garrett's fence. He gets Garrett jobs and buys goods from him 
that are too hot to sell on the open market. As the game begins, 
Garrett has a good thing going. After Cutty gets him the Bafford 
job (Garrett's first mission in Thief) things become more difficult 
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Over the course of the game, Garrett has numerous encounters 
with the religious extremists of the Hammerite order. Their belief 
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chaotic forces of nature leads them to construct towering church- 
es and primitive technological wonders. These zealots have no 
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In addition to a new way of thinking about first person games, Looking 


Glass has developed a revolutionary new engine for Thief, which they 
aptly call The Dark Engine 


Graphics 


Enhanced special effects for magic and explosive weapons as well as 
COMES bale) <eMoleloMicolaecolCoal Mure Naa ieMessacmellhieml acne ele quate cverellhy 
of this sinister city. These intricate lighting effects are especially 
important in an environment where hiding in the shadows is the only 
way to survive. A sophisticated motion-capture-based character 
(oyayeatel s(e)aMesy asiicyenMmUci)arems) <ev(c1co)Molalianre]s(evamesCOnygre (exswre cee] 10) (oie) mU)A) 00 |G 
fo | {23 (Xo (sxe) Ikon Mmm Co laysjore] (21a) Mamed ae s<11 1] comp Ogle) a\ci(2) ese) KO Molo (o MOM ialcmeleccel| 
fo] sagveys}e) ales (ome) mia lcmece) al cm Kore) 4) aye ©) (0 [om ale SMAWY(0) 0. cere el (Osc) MARUI aS] D RRO] Co 
manufacturers to enhance these effects in accelerated modes. 


Sound 


The use of sound in games has always Jae) | ofexe Im (OMe cele] (ce Maa lelere Me ale) 
AUVo] dae) MU) olwo)enyiayemo lo )arexey acm ol0] miacem cnve)Lelie)alelavmUseme) Melua Blame Pelli 
brings the stealth and sneaking aspects of the game to a new level. 
Using the new Aureal A3D sound technology, Looking Glass promises 
an immersive experience never before achieved on the PC. A3D tech- 
jae) (Os2avm sy ale] o) (exsmsy ofevenlo] UA varere 16)} 0) efexe MOL U) are [ee] CoM (OMe) colo lo (eos mcrelU) are Bal 
3D, so when action is occurring behind Garrett, the player will actually 
hear it behind him. 


Al 


Another standout feature of the Dark Engine is the advanced Al in Thief. 
OU alsmealolcolsmelare elias amcyarcsea)(cMnolaMmcrsreme ace iu acere) amy (exe lU)I aaremezol ccm ce) 
keep quiet and stick to the shadows when passing. Guards can also 
(oxo) 0) 0p 18) a) [ee (om Oley atexsy aim | alsy 8a is) Meco) ale MGOL0)Collalelcem sale) arsyi(Oarwme Xe) asi| 
the player. The guards are aware of their surroundings in other ways 
as well. Garrett must be careful not to leave dead bodies lying around 
or isk arousing the suspicion of other guards making their rounds. 
Guards who encounter dead bodies will run off to sound alarms, just 
as they would in real life. Of course, there is a way around this 
predicament. Garrett can pick up guards’ bodies and stash them in 
dark corners, or submerge them underwater so he can go about his 
business undisturbed. 
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Unlike most of today’s Ist person =| 
games, in Rea it _— more 


cunning, naired with a handy 
sword and bow. : 


eapons 


| Throughout Thief, different types of 
‘arrows will be hiding throughout the 


levels to aid you in your missions: 


Water arrow-Shoot out torches to 
make more shadows to sneak in. | 


Gas arrow-Knock out a few bad guys 


aed ith one shot. 


Fire arrow-When stealth is no longer 


lan option, it's time to blow things up. 


Holy water arrow-Keep those nasty 
undead at bay with one of these. 


Mine-Take out a whole patrol with 


one of these, but expect to wake the entire 


building when you do it. 


Gasmine-Fills a room full of knockout 


gas, which can come in handy. 


Moss arrow-Creates a mossy carpet 
over any terrain that might be too loud to 


walk across. 


Flashbomb-Blind the bad guys by 


throwing this on the floor in front of them. 


Blackjack-Take this little sack of lead 


and quietly hit people over the head with it. 


Rope arrow-Shoot this into the ceiling 


for a quick upwards excape. 


Nojisemaker arrow-Shoot this noisy 
gizmo into a comer, and when guards 
come to investigate,sneak out the back way. 
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"It is 1941, Germany is kicking Allied 
butt in Europe, you and your people are 
demoralized and defeated. You are a 


good officer with the combat skills and 
smarts to make a difference. However, 
you cannot stand the military bureau- 
cracy that blunders away opportunity. 
One day, you are a called in to see a 
Colonel Smith about an "unheard 
brigade". You have found a kindred 
spirit. A man who wants to take the 
fight to the Axis using a select group 
of hand-picked men. The new doctrine 
is to sneak in, kick ass, and get out 
quick. You are handed a folder with your team profile. Six mis- 
guided, but exceptionally skilled 
men against the Germany army. 
Suddenly, you wish the odds were 
more even for the Germans!” 


No, this isn't the latest Hollywood 
WWII epic. It’s Commandos: Behind 
Enemy Lines from Eidos 
Interactive and Pyro Studios. 
This is your fight, your men, 

and you are in control. 
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Commandos is not your tired RTS 
Clone. It's a refreshing return to 
the heart of clever, inventive game- 
play. Commandos is a real-time tac- 
tical/strategic wargame with RPG 
and puzzle game elements. In 
Commandos, you are in command of 
six elite commandos (your "Dirty 1/2 
Dozen") whom you must guide through 
twenty missions over four battle 


theatres of WWII. 


Each mission is crafted from either 
actual Commando history or from 
Classic WWII war films like "Where 
Eagles Dare”, "Force Ten from 
Navarone", "The Dirty Dozen", and 
"The Great Escape”. We have includ- 
ed a detailed training camp to 
hone your battle skills and tactics. 


Not only is Commandos packed with 
challenging gameplay, it sports an 
impressive graphics engine that fea- 
tures high resolution, 16 bit color 
as well as 3D sprites of 450 vehi- 
cles, buildings, and characters. 
Nearly a thousand frames of anima- 
tion completes the visual world. 
Finally, Pyro has realistically rep- 
resented the era in every graphic 
model. DirectDraw and DirectSound 
acceleration also enhance your play. 


Finally, a six-player co-op multi- 
player game of all 20 missions 
allows you to face the Germans with 
the best men for the jobs - your 
friends. The game supports TCP/IP 
over a LAN or the internet via 
mplayer.com. 


Getting through all these missions 
is not a walk in the park! To help 
your new recruits, I have enlisted 


my trusty tester Gary LaRochelle in 
drafting a Commandos survival guide. 


UT aml 


Eric Adams - Producer 


Rule 1: Analyze your enemy 


In Commandos, you want to check the routes 
of the patrols. Then you want to time your 
runs after they pass. Patrols are armed 
with submachine guns which you cannot match. 


Rule 2; Use the ambush 


Group your men to increase your firepower. 
Lead your German pursuers around an 
obstacle, activate your pistols, and rapid 
fire. Use guerilla tactics to even the 
manpower odds. 


Rule 3: Use your toys wisely 


Here you use your acoustic decoy to lure a 
guard over a poisoned bear trap. 


In this case, a well-placed grenade can 
knock out a large patrol and a pillbox. 


Each Commando will have unique weapons 
and skills that you can use to lure the 
enemy to their deaths. 


Rule 4: Use the LOS (Line of Sight) 


In Commandos, you can active the LOS of any 
German unit by a simple click. In the dark 
region, you can crawl and not be seen. Use 


this LOS indicator to crawl to safe areas. 


Rule 5: Multiple cameras make tracking your 
men easy 


By using the F2-F7 keys, you can set multi- 
ple cameras on people or objects. These can- 
era views are real-time and offer complete 


scalability. Set the cameras on your 
objectives to monitor events. 


Rule 6: Use your briefings 


Use CTRL/B to see your mission briefing. 
You can also use the real-time map by 
clicking on the notepad. 


Finally, it is best to always Quick Save 
(CTRL/S) your progress. Remember Soldier, 
you are being timed and graded. If you do 
not reach a certain rank within the game, 
you will not receive the secret mission and 
the really cool outro. 
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[Sook eahes Strength, cli Mimbing, close combat, steaite Best £35: Explosive wiz, loves Booby traps, loyal 
Worst ‘traits: Terrible driver, hot temper, cannot swin Worst traits: Does not like water or night operations 
Hot Key: 4 | Special Actions: 

Poisoned bear trap 

Grenade (lethal but darn loud) 

Pliers 

Q = Release acoustic decoy Release bomb 

I = Activate/deactivate the acoustic decoy a | Explode remote bomb ae 


Hot Key: l Special Actions: | 

‘ “s | | 

H = Hand for carrying “dead” —— or petrol barrels | 
F = Shovel for burying self in snow or sand 
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country UNITED SPATES OF ANHAICA 


YEET 2 INCHES WRIGHT 133 


Gat swacu HEIGHT o 
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Best \braite? Excell ent narksman, fast runner, well 
| mannered, good at taming guard dogs | | vehicle, comedian, excellent with heavy machine guns 
| Worst traits: Does not like to get dirty, personality 
| conflict with Tiny, and rather susceptible to injury 
| Hot Key: 2 | Speical Actions: 

| R= Sniper Rifle (watch that ammo!) 

| K = First Aid kit if he has it 


Worst traits: Not a good at camouflage, personal 
hygiene issues, hates loud noises, impatient 
Hot Key: 5 | Special Actions: 
M+ Submachine Gun 
K = First Aid kit if he has it 


Cea: Street smarts, can drive and operate any | 
| 
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Na Naval “expert, ‘fearless, “steady in combat Beat - reitg: j 
| 

| 


Espionage and Assassination, accomplished 
Worst traits: Likes alcohol too much, not very | linguist, Clever tactician, cultural influence on team 


fast or agile out of water, not a good flyer 
Hot Key: 3 | Special Actions: 

| J = Harpoon (long range silent kill) 

T ~ Inflatable boot release 

D = Scuba Gear 
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Worst traits: Can be arrogant at times, insomniac 
Hot Key: 6 | Combat Actions: 

Lethal Injection of cyanide (do not get caught) 

Distraction of enemy when in spy mode 

Carry away dead bodies (hide your handy work) 

Reuse discarded uniform 
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CAMERA VIEWS ACTION KEYS COMBAT HOT KEYS 

Normal LP Pause (A) Explode remote bomb (§) Grenade 

Split Screen _ [f=») Change position of the {®) Release bomb Shovel 

Three Cameras _ , Knapsack on screen (1/7) {s) Lay down on the ground _{S) Pistol 

F5_\ Four Cameras ec! Go to main Menu (°.) Diving Gear (marine) _ First Aid Kit 

Fé | Five Cameras cit!) +48.) See a summary on the Distract Enemy (spy) _ {“) Submachine gun 

[f7 | Six Cameras mission briefing {*) Hand (for picking up items) {®) Sniper Rifle 
fer! +45.) Quick Save the current game {'|) Activate/deactivate _ {¥) Reuse uniform 

CAMERA SELECTION = fen +{t) Toad last game Quick Saved acoustic decoy (“) Pliers 

Tiny (green Beret) {°'|+ea« Make the camera track the — {| Trap (inferno) {X) Knife 

Duke (sniper) designated target: i oF Haypoon (Firs) : 

Fins (marine) (=) tot Shoot from an armed vehicle Lethal injection (Spooky) 

Inferno (engineer) {*rt)+eax See the field of view af (5) Stand up (complementary key c) 

Tread (driver) selected eneny saldier Release inflatable launch 

Spooky (spy) (2: Multiplayer chat window = —— (only works in shallow water) 

Guest fer!) +42) Close chat window - aren 
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You command turn of the century tanks, 
battleships and observation balloons. 
They command e00-foot Fighting Machines. 


Size doesn't matter. 
Strategy does! 


It's not how big your units are, ifs what you do with them. When the Martian war 
machine lands on the green and pleasant land of 19th century Britain, 
strategy is all you've got. And in this revolutionary non-linear war, You'll need it, = 
Deploy your forces anywhere on the map of Britain. Choose your missions, = 
Pick your battles. Because you can lose a battle and still win the War. Maybe. 
Is your primitive tanks against their Fighting Machines. Your biplanes against 
their Flying Machines. Your observation Balloons against their Xeno-felepaths. 
150 30 rendered units stand between You and Martian domination. 
Of experience strategy from the other side and play as the Martians! 


JEFF WAYNE'S 


the original british invasion 


Based on the classic novel by H:G. Wells and featuring a fully remixed 


45 minute score licensed and composed by best selling artist Jeff Wayne a 
rg Wie 
ei or | ete ‘ : ‘ ere 
ee ie fhe Hide Rage & 6 ass mga ; 
: Softwart pic ee rae e. 
nes www .gtinteractive.com 3 i ae 
Available soon at your local retailer | ie : €E. S 


"The War of the Worlds” © 1998 Rage Software Limited. All Rights Reserved. Published and Distributed by GT Interactive Software Corp. GT is a trademark and : ; 
the GT Logo is a registered trademark of GT Interactive Software Corp. The Story, script, artwork and logo from Jeff Wayne's Musical Version of "The War of the ie 
Worlds" © Ollie Record Productions. The musical score from Jeff Wayne's Musical Version of "The War of the Worlds” © 1978 Jeff Wayne Music (Publishing) Be 

Ltd. Microsoft ® and Windows ® are a trademarks of Microsoft Corporation. All other Trademarks are the property of their respective companies. 


That Voodoo that they do 


Confused about the magic of 3D acceleration? 


ou practically need a scorecard to keep abreast of the 
continual changes in the 3D graphic card arena. The 
constant evolution of technology has led to a near- 


unprecedented amount of buyer confusion. We receive tons of requests for advice 
on 3D accelerator cards, ranging from “which one” to “what the hell are they?” 
For better of for worse, though, most of our hardware coverage has been 
aimed directly at the more sophisticated user, rather than the neophyte. With 
this article, we've decided to take a step back and fill in the gaps. We’ve decided 
to keep it simple, define some of the buzzwords everyone throws around so fre- 
quently, and attempt to give a general overview of 3D acceleration. We'll also 
look at a bunch of cards that provide the best 3D acceleration currently available 
to consumers; however, we'll try to provide you with enough information to fig- 
ure out if these are the right cards for your own system at home. If you’re a mem- 


ber of the “hardware elite,” you'll probably want to skip ahead to our discussion 
of Voodoo2 boards at the end of the article. For the rest of us, read on. 


Do | need a 3D card? 


Despite the fact that many systems currently 
shipping from major vendors such as Dell and 
Gateway come equipped with 3D accelerator 
cards, the quick answer to the above question 
is no. You don’t really need a 3D card to play 
most 3D games today; however, they do make 
many games more visually satisfying. They can 
also improve a game’s perceived performance. 
Still, most (but not all) games will work without 
a 3D card. 

Another important thing to consider is the 
types of games you enjoy. For example, you 
really need a 3D card if you're obsessed with 
3D action games like Quake I/ and Unreal or 
flight simulations like Longbow 2. If you play 


map-based war and strategy games like Panzer 


Flight simulations — 
like Jane’ 's oe 
Longbow 4 get a a 
graphicboost = 
from 3D accelera- a 
| tors, and the tech- a 
nology also allows. 
| game makers to : 
create special 
graphic effects 
when launching | 
ae missiles 
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General, though, it’s unlikely that 
every game of that type will ever 
require 3D acceleration; however, 
many next-generation real-time 
strategy games like Myth // (and 
even a few wargames) are making 
the move to 3D. 


Why do | need a 3D card? 


The PC has been doing 3D for years, 
you say, so why do we suddenly 
need to spend a few hundred bucks 
on some newfangled piece of hard- 
ware? The answer is that the level 
of visual quality of 3D artwork in 
games has been on the rise over 


the iain and 3D accelerators are 


helping take the imagery to the 
next level. Displaying a three- 
dimensional image or scene is 
mathematically intensive— 
because your monitor can only dis- 
play two dimensions, your comput- 
er is, in effect, turning a 3D world 
into a 2D one. Current 3D accelera- 
tor cards are designed to do some 
of that math with their own spe- 
cialized processors. All of this hard- 
ware magic is supposed to free up 
your wonderful 
general-purpose 
Pentium or 
Pentium II proces- 
sor to do some- 
thing interesting, 
like control the 
enemies running 
around the screen. 
(This hasn’t 
proven to be true 
yet—most 3D 
accelerated games 
waste saved 
processor time 
generating even 


id in Bungie's 
accelerator fea- 
he 


rator or speeds up 
of scenes 
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more pretty pictures.) 

This still doesn’t answer the question why 
the cards are actually needed. The answer is in 
the animation—these 3D calculations need to 
be done more than 20 times per second in 
order to make the scene or animation look 
smooth to the human eye (in case you’re won- 
dering, this is the magical “frames per second,” 
or FPS, that everyone talks about). In other 
words, a 3D card usually improves the frame- 
rate, or smoothness of action, of any game that 
supports it. 


3D cards explained 

So you purchased a brand new 3D card. What 
have you actually purchased? If you’re feeling a 
bit confused when you read reviews of 3D 
cards, you're not alone. Our assumption was 
always been that hardcore hardware gurus 
were doing most of the upgrading, and begin- 
ning users were more than happy to keep their 
system as God, or Gateway, intended. Based on 
a lot of reader feedback, it’s clear this is no 
longer the case; more and more gamers are 
getting into hardware. We'll start by defining 
some of the terms you'll usually find in your 
average 3D card review. Perhaps somewhere 
down the road we'll tell you more about what 
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Aopen PA2000 12MB None CD Wallet TBD 


Best Data Arcade FX Il 12MB Wipeout XL None $185 
Creative Labs 3D Blaster Voodoo’ me nie Race Ero, Incoming, G-Police None re 
Canopus a oe : LX ate Quake II Mission Pack: The Reckoning ing on-board fan aes 
ssspneeene csiaeiamaiaiati ‘Sie stones Monster Truck Madness 2 ~—— aoe 
ceusieiei deniealinaleial ou ‘ — Simulation, Incoming isis — 
Orchid Righteous 3D Il 12MB BattleZone, G-Police, Incoming None $299 
STB Black Magic 3D 12MB BattleZone, G-Police None $249 


* Some versions of Incoming are a special “OEM Edition” and include only four levels 
Po ee, a ly lead to superior 3D 
®@ With Voodoo2 performance. 

"se Examples of 2D/3D 
: combination cards 
include those with 
chipsets provided by 
nVIDIA with their RIVA 
line, Intel with their 
i740, Rendition 
(recently acquired by 
PC maker Micron) with 
the Vérité and Matrox 
with their new G200. 
They provide standard 
Windows display func- 
tions (accelerating 
Windows functions, 
such as drawing 
boxes, as well as 3D 
games) and are usually 
relatively inexpensive. 
We've covered many 
of the 2D/3D cards in 
the past (reviews of 


all of the 3D terms— from bilinear filtering to 
MIP mapping—that are liberally thrown around 
in most 3D card reviews actually mean. 

The most important element of a 3D acceler- 
ator is its graphics processor and supporting 
electronics, which is most commonly referred 
to as its chipset (it’s often literally a set of com- 
puter chips that work together). There are 
many chipsets currently available, and you've 
probably heard the names tossed around like 
movie star monikers at a Hollywood mixer: 
Voodoo, RIVA, Vérité, PowerVR, i740. Vendors 
such as Diamond, STB, Creative Labs, Orchid, 
Hercules and Canopus offer many cards repre- 


No 3D Card 


chipsets. These two of them can be found on page148), and a 
cards provide no few of them will be covered in more detail in 
regular Windows the future. Basically, though, the trade-off with 
functions, so you'll a combo card is simple. You get convenience 


need another video (one card, one slot, 2D and 3D support), but 3D 
card to handle your performance is usually less stellar than that 


regular non-3D from a stand-alone 3D card. So, for the purpos- 
accelerated soft- es of this article, we’re going to focus on dedi- 
ware. This is crucial: | cated cards based on the 3Dfx Voodoo2 
a 3D-only card like chipset. They’re not necessarily the best value, 
the basic Voodoo and don’t provide any regular Windows func- 
line cannot serve as tionality (the Banshee, covered last month, will 
senting most of these chipsets. In simplified your only video card; it needs a partner to han- be 3Dfx’s newest 2D/3D chipset), but they are 
terms, the chipset of a 3D accelerator card dle normal, 2D, Windows tasks. The dedicated the current performance leaders. 
takes images from its memory, stores them as cards plug into your machine via a PCI slot and ' 
mathematical data, rebuilds the image (usually | connect to your current video card via some Which has the most support? 
referred to as “rendering” the scene), and then sort of cable (or, in the case of the PowerVR, It doesn’t matter how fast your card is if 
blasts it onto your monitor. they magically work with no connection other there’s no software that supports it, and 
than the computer's internal data pathways). games needs to be specially created to take 
Types of 3D cards When you factor in the cost of the 2D card advantage of a 3D accelerator card. There are 
There are currently two types of 3D accelerator | you'll also need, you'll usually find that a dedi- standardized ways for programmers to talk to 
cards, dedicated and combination. Examples of | cated 3D card is usually more expensive than a any 3D card, usually in the form of what are 
dedicated cards include those based on the combination card that does both 2D and 3D called APIs (Application Programming 
3Dfx Voodoo and Voodoo2 and NEC PowerVR operations. However, their specialization usual- | Interfaces). Examples of 3D APIs include a few 
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1968, they changed the rules of Grand Prix raci 
to cut down on driver fatalities. 
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Welcome to 1967. 


Pulling out of a power slide. The g-forces throwing you around the cockpit. You realize, 
you're sitting behind the truest 3D engine ever built. Racing the likes of Jack Brabham and 
Jim Clark. At Monza, Spa and Nurburgring. 1967 was a historic turning point in Formula 
One racing. Welcome to Grand Prix Legends™. Racing sims will never be the same. 
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With Voodoo2 


more terms you've probably heard thrown 
around: Direct3D, OpenGL and Glide. Direct3D 
is part of Microsoft's DirectX, and every con- 
sumer 3D card supports most of its features. 
Glide is a 3Dfx-specific API, and is really a sub- 
set of the heavy-hitter of the bunch, the more 
high-end workstation-oriented OpenGL. More 
often than not, game boxes with the 3Dfx 
logo on them support Glide. Quake and Quake 
Il, however, support 3D acceleration via a ver- 
sion of OpenGL that works with most but not 
all 3D accelerators. 

With a large library of Direct3D and Glide 
titles currently residing on the shelf of your 
local software emporium, the Voodoo cards 
have emerged as the market leader, and the 
ones we currently recommend to gamers. 
When the Voodoo? first appeared on shelves 
(in the Creative Labs 3D Blaster Voodoo2), 
there were some niggling problems with back- 
wards compatibility, most of which have been 
addressed by company-supplied patches. 
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Why Voodoo2? 
One word: performance. 
Cards based on the 
Voodoo? chipset outper- 
form every other 3D accel- 
erator, especially if you 
have a faster Pentium II sys- 
tem (on slower systems you 
get less of an increase in 
performance, as the 
Voodoo? card sits around 
waiting for the processor to 
send the information about 
the scene being rendered). 

Another reason to go 
with the Voodoo? is its abil- 
ity to do Scan-Line 
Interleaving (SLI). This fea- 
ture is enabled by placing two identical 
Voodoo2 boards in one machine and connect- 
ing them via an SLI cable (which is included 
with every Voodoo2 board). Once attached 
together, each board renders every other line 
of the screen, doubling the memory of the card 
as well as the theoretical performance. In the 
real-world, however, a Pentium chip doesn’t 
exist (yet) that can process a scene fast enough 
to hit the maximum limit of such a setup. 

On the downside, the Voodoo2 still features 
what is called segmented memory. What this 
means is that there is a specific amount of 
memory set aside for storing the graphics (usu- 
ally called texture memory; textures are the 
patterns that you see on walls, characters, and 
such within games that give life to the poly- 
gons that make up most items in a 3D game) 
and rendering the final image (called the frame 
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buffer). This is why those cards are limited to 
certain display resolutions—they can only 
store a fixed amount of data. However, using 
SLI allows higher resolutions due to the 
increase in memory. 

Another downside to the Voodoo? is that 
they take up a PCI slot—two if you go with an 
SLI configuration. On the plus side, though, is 
their simple configuration—every Voodoo or 
Voodoo? card we've ever tested has installed 
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perfectly. Plug and play occasionally lives up to 
its name (the key word being “occasionally’). 


Which Voodoo2 board should | buy? 


Now comes the hard part. The answer to this 
question is a series of questions: “How much do 
you want to spend,” “what features do you 
want,” and “what free games do you want to 
see included?” 

On the feature side, there are currently 
around 10 manufacturers producing boards, 
most of which are functionally identical. Many 
come in 8MB or 12MB configurations and one, 
the Canopus Pure 3D Il, offers “TV Out,” which 
allows you to view your games on your TV set 
by using a standard RCA or S-video connector. 
The additional features, be it TV Out or more 
memory, add cost, and if that’s a consideration, 
go with the cheaper boards. 


As for software bundles, most come with a 
free game or two, and if they don't, they usually 
have a demo CD-ROM of 3D accelerated games. 
Depending on your purchasing habits, you may 
already own the free games, and most do not 
offer any additional features for the Voodoo2 
card, with the notable exception of the version 
of BattleZone included with the 12MB Monster 
3D Il. It takes advantage of some of the addi- 
tional Voodoo? features, but none of these dra- 

matically affect gameplay. 


8MB or 12MB? 


After consulting multiple 
online sources, from Ziff- 
Davis Net (www.zdnet.com) 
to Tom’s Hardware Guide 
(www.tomshardware.com), 
and based on our own testing 
of a 12MB Pure 3D Il and an 
8MB Guillemot Maxi 3D2, 
we've come to the conclusion 
that there’s a negligible per- 
formance difference 8MB and 
12MB boards—with most of 
today’s software. (Quake I/ 
does show a more pro- 
nounced jump with the high- 
er-memory 
boards than 
other 
games.) 
Cards run- 
ning SLI 
configura- 
tions are 
barely faster 
at lower res- 
olutions, but 
show signifi- 
cant gains 
as yOu 
increase the 
resolution 


(about 20-30% at 800x600). 

This may change down the road, but today 
the main reason to get a 12MB board over an 
8MB one is to satisfy your desire to have the 
“ultimate” board with the most memory. 
(There’s nothing wrong with that, just moderate 
your expectations and don’t be surprised when 
your friend’s 8MB board performs just as well.) 
Besides, running many action games at higher 
resolutions is done more for bragging rights 
than to serve any real gameplay purpose (“Hey, | 
can run Unreal at 1024x768! At 30FPS!,” which 
can usually be answered by, “and it’s a better 
game at that resolution because...?”). For a 
flight simulator, though, running at a higher res- 
olution can serve significant purposes: the on- 
screen gauges may get easier to read, and visual 
fidelity of distant objects could improve. 


Which board is faster? 


As with the original Voodoo boards, our testing 
has shown there’s also a negligible difference in 
performance between all of the boards on most 
of today’s software. Depending on your source, 
the Diamond Monster 3D Il seems to perform a 
little better than the others. The actual differ- 
ence, though, in real-world performance is 
almost irrelevant. It may mean an extra frame- 
per-second in Unreal, but you'd have to weigh 
that gain against the higher purchase price. 
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Omputer speakers or 


Personal Desktop Audio’? 
You be the judge. 


Visit www.bostondirect.com 


Ordinary computer 
speakers simply 
can’t compare. 
Boston Acoustics 


Personal Desktop 


Audio speakers are ~~ 


specifically engineered to create a personal 


sound envelope so real it enhances the 
listening enjoyment of anything from PC 
games and music CD’s to streaming audio 


from the Web. 


Use With Your Other Gear. 
Our Personal Desktop Audio systems are 


so versatile you can use them with PC‘s, 
portable CD players, CD ROM’s, video game 
stations, laptops, DVD’s — anywhere you 


demand superior sound performance. 


Speakers: The Only Thing We Do. 
Our only business is audio speakers. All 


Boston Acoustics products are developed 
with proprietary tools and software to 

meet the highest standards. Find out for 
yourself. We invite you to put your ears 


to the test. 


Factory Direct. 
Visit www.bostondirect.com or call toll-free 


1-877-333-4001 and order a Personal 
Desktop Audio speaker system risk-free. 
As soon as you hear one, we’re sure 


you'll agree that nothing else comes close. 


“Boston Acoustics speakers and 
subwoofer produce awesome sound” 


BA635 $99 — Windows Magazine 

Our most affordable Personal Desktop 

Audio system still outperforms all other “Bottom line: If you re looking for 
powered 3-piece multimedia speaker the ultimate audio experience in 
systems in its price range. Its portable, personal computing, there’s no need 
compact size delivers the legendary to look further. “ 

“Boston Sound” in a package that aie MPOG — 


blends into your desktop. 


MicroMedia™ $149 


With its two powered satellite speakers 
and subwoofer, MicroMedia creates 

the same quality sound and bass response 
you'd expect from your home stereo. 

It brings hi-fi stereo sound to your PC, 


portable CD player or video game station. 


MediaTheater” $299 
Designed to produce the same effect 
as a full five-speaker surround system. 
With just two powered satellites and a 
subwoofer, MediaTheater delivers 

full Dolby® Pro Logic® or Virtual Dolby® 
Surround sound from any encoded 
source, including DVD’s, PC games 


and more. 


Order Now, Factory Direct, Toll-Free: 


1-877-333-4001 


or visit our Web store for the full story and enter to WIN GREAT PRIZES at 


www.bostondirect.com 
| Wes. Send me more information. 


NAME: 

ADDRESS: 

CITY: STATE: «ZIP: 
PHONE: FAX: 

E-MAIL: 


PLEASE DETACH THIS COUPON AND RETURN IT TO: 
BOSTON ACOUSTICS, P.O. BOX 5043, BRISTOL, CT 06011-5043 
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or licensed to Sierra On-Line, Inc, 
8007. All rights reserved. 
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Explore. the depths of Atlantis. There lies. the answer to an 
ancient Bp tophecy and the key t to sa kingdom. 


3 Sara. Minotaurs anda myriad 
of creatures magically brought to lifes” 


Tepare to use sword, qagger, axe, and bare fists to defend 
the realm—and your life. 
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100’s of hours of gameplay 
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The major 3D chipset makers, from Matrox to 
nVIDIA, promise better than Voodoo2 perfor- 
mance with their next-generation designs, but 
this has always been the case. There will always 
be a faster 3D card on the horizon. However, 
the slowest Voodoo? card is still faster than 


anything else currently available today. 


No easy answers 

Ultimately, question “which Voodoo2 board 
should | buy” is really more difficult to answer 
than “which 3D board should | buy.” Today, the 


Voodoo? chipset is clearly the choice for maxi- 
mum performance, but which physical board 
should you buy? It really comes down more to 
personal preference, for vendor, price, the soft- 
ware bundle and extra features. It’s hard to rec- 
ommend any one of these cards over the oth- 
ers since they offer near-identical performance. 
If price is your most important consideration, 
you're in luck—at press time, the street price of 
the 3D Blaster Voodoo2 had dropped into the 
$170 range for the 8MB version, and $220 for 
the 12MB one. Expect others to follow suit, and 


High Velocity video 


STB’s latest RIVA 128 card is still a leading edge performer 


e awarded 
our “Stamp 
of Approval” 
to the original STB Velocity 128 back in 
January [CGS+ 86]. We considered it, at the 
time, the best 2D/3D combination card on 
the market, delivering excellent 2D and 
Direct3D performance. 

Jump ahead a few month. STB has released a 
newer version of the Velocity, this time featuring 
the newer RIVA 128ZX chipset. The card is still a 
128-bit 2D/3D card with TV Out and is available 
in AGP or PCI implementations, but the new ver- 
sion now has 8MB of SGRAM. The card supports 
resolutions up to 1920x1200, with high refresh 
rates. People with 21 inch monitors (or larger) 
will be ecstatic to find they can run at 
1600x1200x65K at a rock-steady 85Hz refresh. 

Of course the extra RAM does little to speed 
up the card in 3D tasks that don’t require the 
extra memory. In our testing, the improve- 
ments in performance aren't that significant. 
Direct3D tests showed a gain of about 5% over 


Get Real (3D) 


The StarFighter , 
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2D/3D lead SCENE OF 
Cle Real 3D, Intel and 
—e Lockheed Martin, 


the i740 graphics processor is a 2D/3D combi- 
nation chip with built-in support for OpenGL 
under Windows 95. Real 3D, which is jointly 
owned by Lockheed Martin and Intel, produces 
a line of consumer boards featuring their chip 
called the StarFighter. Available in AGP or PCI 
configurations with memory choices between 
4-24MB of video RAM, the cards are inexpen- 
sive, with an MSRP ranging $129-$349. The PCI 
versions are more expensive, as they feature 
more on-board RAM (the AGP 2X versions use 
system RAM to store textures and such), and 
other versions come with TV Out. 

Real 3D is the only vendor that offers an i740 
board in a PCI configuration, which is the version 
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the previous Velocity 128, which is still ahead 
of the original Voodoo but about 10% slower 
than the newer Voodoo? chipset. Even with 
updated drivers, the Velocity is outclassed by 
the Voodoo cards at Quake //; however, it 


by the holiday buying frenzy, you may see 
more 12MB cards joining the Best Data 
ArcadeFX II below the $200 mark. 

One final thing for the cost-conscious to con- 
sider is if you have a Pentium system with no cur- 
rent 3D card, or you're unhappy with your exist- 
ing 2D/3D combination platter, the best deal of 
all may be original Voodoo cards, with their post- 
Voodoo2 release sub-$100 price points. 
Combined with a low-cost but speedy 2D card, 
such a low-tech combo can still deliver satisfying 
performance. —Steve Bauman 


makes an excellent com- 

panion, rather than 

replacement, for those 

3D-only cards. 
| If you already own 
| any RIVA 128 card, it’s 
| probably not worth 
upgrading your existing 
4MB RIVA 128-based 
card to the 8MB version. 
However, if you’re in the 
market for a new card, 
or if it’s an option ina 
system you're about to 
purchase, the Velocity 
128 is an excellent 
choice. It’s running 
neck-and-neck with 
cards based on the Intel i740 chipset as the 
best 2D/3D card on the market, but watch 
out—the 3Dfx Banshee (covered last issue) is 
on the horizon. —Steve Bauman 

Velocity 128 + STB Systems Inc. * www.stb.com 
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Dark Side Of The Moon is a deep-space 


oO | , sci-fi adventure that will immerse you in 
/y : 360° of completely seamless, incredibly 
are ‘ realistic, motion picture-quality gaming. 
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used for this article. Using WinBench 98, its 2D 
DirectDraw performance was about the equal of 
the STB Velocity 128 and Matrox Millennium II, 
bettering both in some areas but lagging behind 
in others. In Direct3D WinBench testing, it equaled 
the performance of the original 3Dfx Voodoo card, 
which made it about 10% slower than the Riva. 
However, where the i740 bests the Riva is in 
the quality of its images. Though it seems to get 
better with each driver revision, the Riva has 
often traded image quality for speed. Images 
rendered with the StarFighter board, though, 
look superb. The board has an OpenGL driver, 
and works out of the box with Quake and Quake 
/l at resolutions up to 1024x768 (this is with the 
8MB version of the card). The performance at 
equal resolutions isn’t as good as a Voodoo? card 
running the 3Dfx OpenGL driver, but aesthetical- 
ly you can’t tell the two apart. This is in stark con- 
trast to various versions of the Riva Quake // dri- 
ver, which produce dark and homely images. 
With superb image quality with respectable 
2D and 3D performance, the StarFighter is the 
current pick of the 2D/3D combination cards. A 
hardcore gamer will still want a Voodoo or 
Voodoo? card in their system, but this board 
offers the best bang for the buck. -Steve Bauman 
StarFighter PCI * Real 3D * www.real3d.com 


Freestylin’ control 


Microsoft’s new controller stays in motion 


here are plenty of “alternative” con- 
trollers designed to improve the immer- 
sion factor or the control of certain types 
of games. Some, like force-feedback joysticks, 
have the advantage of normal 
functionality when the gim- 
mickry has worn off, while 
others such as the SpaceOrb 
and CyberMan suffer from 
being somewhat one-dimen- 
sional, seemingly designed for 
a single game. 

Microsoft's latest addition 
to their SideWinder series of 
controllers, the Freestyle Pro, 
senses the motion of the 
controller and lets games 
translate this to on-screen 
movement. While the motion 
sensor seems gimmicky, in 
action it works beautifully, 
and while the controller cer- 
tainly falls into the one- 
dimensional category, it is 
redeemed by its standard 
gamepad functionality. 

The Sidewinder line of con- 
trollers have been justly 
praised for their ergonomic 
designs, and the Freestyle Pro 
continues the tradition—it 
actually feels more comfort- 
able in the hands than the 
Sidewinder Gamepad. The 
larger “shift” buttons (buttons 
seven and eight) are superior 
to the triggers on the 
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tapered “handlebars” fit perfectly in hands of 
varying sizes. Best of all, the motion sensing 
can be turned on and off at any time by press- 
ing a button on the controller. 


This motion sensor, which uses technology 
from car airbags, allows you to tilt the con- 
troller left to right or forward and back to move 
your onscreen persona. With the included 


game, Motocross Madness, 
and a beta version of Moto 
Racer 2, it feels perfectly nat- 
ural—ditto for Sierra’s Front 
Page Sports Ski Racing. Games 
like Quake still work best with 
the keyboard/ 

mouse combo, and despite 
Microsoft's claims otherwise, 
playing a game like Heavy 
Gear with the Freestyle Pro 
isn’t all that enticing. While 
it's somewhat amusing to 
play a flight sim with it, mov- 
ing the controller in mid-air 
and making stupid airplane 
propeller sounds, it’s not like- 
ly to replace your sim-gear rig 
anytime soon. 

However, the combina- 
tion of the controller and 
Motocross Madness is 
enough to give the package 
an enthusiastic thumbs up. 
The game alone, with any 
controller, is superb, and 
with the Freestyle Pro it 
becomes one of the most 
entertaining race experi- 
ences in recent memory. 
—Steve Bauman 

SideWinder Freestyle Pro + 
Microsoft « 
www.microsoft.com 
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The briefing screen...pay attention; this is the only glance at the map you'll get 


MechCommander 


Oscillating between tactics and tedium 


ome games grab you and won't let you 
go. Others never get their hooks in, and 
soon wind up ignored at best, reviled at 
worst. Most fall somewhere in between. Rare 
indeed, though, is the game that alternates 
between the alpha of approbation and the 
omega of opprobrium. Such a game is FASA 
Interactive’s MechCommander, a game that is, at 
times, exciting, even thrilling; an enjoyable exer- 
cise in strategy, tactics, and resource manage- 
ment delivered in an attractive and compelling 
wrapper. Other times, however, the game is 
sadistically hard, tremendously frustrating, and 
seemingly bizarrely misconceived. On which 
side the pendulum comes to rest will depend 
largely on the taste of individual gamers. 
MechComman¢der is not a complex game. 
Take the mission structure from Activision's 
MechWarrior 2, merge it with a fairly standard 
real-time strategy (RTS) engine, and wrap it all 
up in FASA Corporation's excellent BattleTech 
game world, and you’ve got MechCommancder. 
Sort of like 1990's Infocom title, BattleTech: The 
Crescent Hawks’ Revenge, if you remember that 
one, only with less role-playing elements. The 
single-player campaign has five progressively 
harder operations of six missions, for a total of 
30 missions. Players begin with a handful of 
small BattleMechs, a few pilots, and a small 
stock of resource points (RP) with which to 
repair, refurbish, and replenish their force. 
During the course of the game, more ‘Mechs 
and components will become available as bat- 
tlefield salvage, more RPs will become available 
through victory awards, and more ‘Mech pilots 
will arrive from a variety of sources. The story- 
line provides the setting (liberating a planet 
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held by the Smoke Jaguar Clan), and catchy 
cinematics add a bit of spice to the purely lin- 
ear progression of events. 

Unlike most RTS games, a player’s force is 
carried over from mission to mission. Pilots 
grow in skill, and a player's inventory of ‘Mechs 
and weapons improves over time. Each mission 
tends to be harder than the last, and the last 
two Operations (twelve missions) are brutally 
difficult. Gameplay is basically standard RTS 
fare, with a few more complex tactical options. 
One key feature is the limited number of player- 
controlled units (12); each ‘Mech is a complex 
weapon system, and even with the very limited 
implementation of the full BattleTech rules in 
MechCommander, any more units would quickly 
overwhelm the player. ‘Mechs can walk, run, 
and jump, and they can attack from position or 
from long, medium, or short range. 

The missions themselves are uncannily remi- 
niscent of those in Activision’s MechWarrior 
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My Masakari...the computer’s Atlas. 
Advantage: me. Of course, | am cheating... 


Jamming the forest road and ruining a Loki’s day 


action/simulation games. Escort this, rescue 
that, destroy these, elude those. Like 
MechWarrior missions, too, MechCommander 
missions are heavily scripted. If a group of 
Hunchback lics show up by that building once, 
they'll show up there the next three hundred 
times. And like MechWarrior, you can't save ina 
MechCommander mission. Foul it up, and you 
have to do it again; you can’t proceed through 
the campaign without a victory in each and 
every battle. Furthermore, the scripting isn’t 
immediately obvious, largely because every 
mission begins with the map shrouded, or 
blacked out. Only by moving your ‘Mechs 
through unexplored terrain can you reveal the 
lay of the land. This combination of no in-mis- 
sion save and a blacked-out map guarantees a 
certain degree of tension and surprise through- 
out the game. 

Such techniques also guarantee a high level 
of frustration and hair-pulling. BattleTech fans 
are used to the absurdities of the game’s 31° 
Century universe—bipedal monsters that tend 
to fall over with disturbing regularity, weapons 
that would be out-ranged on a 19" Century 
battlefield—but put up with them because the 
BattleTech system is so beautifully developed 
and internally consistent. Even they, though, 
might feel a bit odd about the fact that in 
MechComman¢er, units landing from orbit have 
only a vague idea of what the terrain looks like. 
Even the pre-mission briefing map, a low-reso- 
lution and poorly detailed thing, is completely 
unavailable during a mission. The result is that 
players will have to spend their first try at a 
mission simply getting the lay of the land 
before seriously trying to win it. 

Publicly, FASA Interactive has made some 
good arguments in favor of their design choic- 
es. The lack of in-mission saves does add ten- 
sion to the game. The shrouded map does 
compensate somewhat for the computer’s lack 
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Multiple fires from multiple angles helps bring 
down the enemy quickly 
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A ridiculous amount of enemy firepower awaits you, MechCommander 


of strategic thinking, and adds an element of 
exploration to the game. These are all valid 
design decisions, but also arguably poor ones. 
MicroProse and FASA market MechCommander 
as a game of tactical command, but brute force, 
repetition, and rote memorization often play 
more of a role than tactics, partly due to the 
game mechanics but also due to these ques- 
tionable choices. The shrouded map makes 
using terrain a hit or miss proposition. The lim- 
ited control over units—no formations, no way- 
points, no way to force or prohibit the use of 
specific weapons—makes force management 
nebulous at best. And, for many gamers, the 
lack of an in-mission save feature will put a 
damper on tactical experimentation, as the 
pressure to just win the freakin’ mission in 
order to move on wil! soon overwhelm the 
desire to experiment with tactical nuances. 

That being said, at times this game is nearly 
sublime in its appeal. Early on, when the mis- 
sions are difficult but not unbearably so, and the 
number of ‘Mechs is limited, MechCommander 
is extremely entertaining. Having to repeat a 
mission once or twice isn’t enough to dampen 
enthusiasm, when it feels like failure was 
caused by a poor decision here or a bad choice 
there. Planning the next mission, agonizing 
over whether to buy that heavy ‘Mech you've 
been lusting after or re-equip your existing 
units, deciding which pilots fight and which 
rest and heal—this is where MechCommander 
shines. By the middle of the third Operation, if 
not before, though, the missions start to get 
extremely tough. The number and quality of 
enemy forces seems to grow exponentially, and 
the mission goals sometimes require the man- 
agement of multiple forces across a wide area 
of space, with very little room for error. Each 
mission then begins to take longer and longer 
to complete, with multiple restarts and grow- 
ing frustration. Tactics become !ess important 
than memorizing, from repeated playings, 
where the enemy appears, and what the 
enemy will do. At this point, the game becomes 
less a study in tactics than a thinly-disquised 
puzzle game. 

For many gamers, the compromises made in 
MechCommander will not be bothersome. For 
others, they will make the game all but 
unplayable. For most, it is likely that emotions 


will run the gamut from exhilaration to despair, 
in roughly equal measure. Gamers who like 
puzzles will be happy, for despite the fact that 
many missions have multiple solutions, this is a 
game where there is definitely a trick to every 
scenario. Gamers who expect a true tactical 
game will not be nearly as pleased. While FASA 
Interactive has made it very clear that this is not 
BattleTech on the computer, there is so much of 
BattleTech in MechCommander that it’s very hard 
not to chafe at what isn’t included. ‘Mechs tend 
to run out of ammunition because there is no 
way to control which weapons are used other 
than by the coarse filter of range. The lack of 
heat management throws the delicate balance 
between energy and projectile weapons out of 
kilter, and the much simplified ‘Mech outfitting 
system tends to reduce the value of many of the 
specialized ‘Mechs. Of the 18 included 
BattleMechs, players will generally gravitate 
towards only a handful, further contributing to 
the drab brutality of the !ater battles. 

Multiplayer is another area where 
MechCommander both scintillates and disap- 
points. As shipped, Internet play is only possi- 
ble via Mplayer; the game is now also available 
on the Internet Gaming Zone, and other 
venues are promised. There are only five multi- 
player maps (some with a “locked” variant with 
fixed RP values for buying units), which isn’t 
even close to being enough. Six players can 
compete, but only as two teams. There are 
always two teams in play, so deathmatches or 
free for alls aren't possible. Multiplayer games, 
however, can be extremely satisfying, and with 
the right group a six-player battle can last an 
hour and go down to the wire. More maps are 
promised, which is good. What would also be 
good is a revision of the multiplayer interface 
to allow chat and the minimap to be visible 
simultaneously, as well as a refinement of the 
purchasing system so multiplayer gamers can 
sell back mistaken purchases at full value. Too 
many games abort because someone misclicks 
their mouse online. 

Allin all, MechCommander is both a blast to 
play and an exercise in futility. When the game 
throws nearly 20 high-end enemy ‘Mechs anda 
host of support vehicles at the player, in battles 
where split-second timing and accurate unit 
placement is both necessary and impossible 


The reward for a successful mission. Pilots become Elite through gradual 
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The end-of-game cutscenes...well done, and a 
fit reward for hard work 


They look even meaner on the battlefield 


without multiple replays, many gamers may 
simply throw up their hands in dismay. With an 
in-mission save to prompt experimentation and 
limit frustration, the game would be better. 
With that and a refined spotting system, or 
even an available in-mission map, it might be 
much better. As it is, it's exactly what FASA 
Interactive said they would deliver: a real-time 
strategy game in the BattleTech universe. How 
well it goes over will depend entirely on indi- 
vidual gamers’ taste for the particular choices 
the designers have made. It’s slick, it looks 
good and it’s reasonably bug-free. It’s also defi- 
nitely an acquired taste. -Robert Mayer 


MechCommander 

MicroProse * www.microprose.com * 
Requirements: Windows 95, 133 MHz Pentium 

or better, 16MB RAM (32MB for Windows 98), 

4X CD-ROM * Multiplayer: 2-6 players, Internet via 
Mplayer and Internet Gaming Zone, LAN, modem 
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Dominion: Storm Over Gift 3 


lon Storm’s first product tries to outclone the rest 


ominion: Storm Over Gift 3 is a reference 
to the situation over the Gift 3 world. A 
supposedly messianic artifact of great 
power rests on the surface, and the four major 
races (with unique units) of the universe vie for 
its possession in fierce near orbit battles. Only 
the smallest of landing parties may reach the 
ground, forcing militaries to construct their 
hordes from the natural ores of Gift 3. 

From the cinematic inception you can recog- 
nize the looming lon Storm signature—blazing 
guitars and electronic drumbeats that have 
epic moments but no real persisting emotional 
importance. The quality of the cinematics, of 
which there are actually too few, is not quite up 
to StarCraft standards though they are impres- 


sive and entertaining. 
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A.|. features include gargantuan 8-legged APCs 
that can’t always unload their troops... 


Leading from the rear is the modus operandi for unit 
Commanders that wish to survive 


Dominion introduces some nice elements to 
the real-time horder genre. Infantry can duck, 
crawl, or kneel to enhance their combat perfor- 
mance, and unit Commanders can accompany 
battlegroups for better autonomous reactions. 
A simple but nonetheless present officer com- 
mand structure is unfortunately always auto- 
matically targeted by all computer units. 
Infantry also remain pivotal in battles, lending 
firepower by numbers to any conflagration. A 
functional power supply system rewards those 
who strike at critical base points: entire sec- 
tions of a base may be shut down when an 
energy umbilical is destroyed. The same umbili- 
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cals form chained power 
lines to remote resources, 
introducing some con- 
cerns for patrolling and 
remote fortification. It is 
unfortunate that these 
wells dry up after a 
while—a cue from Dark 
Reign would have been 
welcome here. Bridges for 
crossing bodies of water at 
preordained points and 
defense tower energy 
screens for barring enemy 
movements round out the 
notable advances. 

“And Now For 
Something Completely 
Familiar... .” The flaws of 
Dominion are mostly mis- 
takes or oversights made 
in Command & Conquer clones ad nauseam. 
Again, all transports for infantry require you to 
manually select that individual unit and click on 
it to disembark the troops. You have shortcut 
keys for everything else... but not this. In fact, 
considering the plethora of keyboard presses 
available to confuse, they were even kind 
enough to stuff in a keyboard equivalent for the 
“quicksave” feature; however, saving at a most 
inopportune moment is an inadvertent likeli- 
hood. Save keys should not be lumped in with 
game function controls (imagine hav- 
ing a joystick fire button do the same 
in a flight simulator...). 

My kingdom for a peon with an 
axe—all the withering firepower in 
this far-flung universe can’t fell a sin- 
gle tree. The map sets are similarly 
uninteractive collections. And 
throughout the course of an ever 
more successful campaign decimated 
enemy forces begin new missions 
even more entrenched and withering- 
ly arrayed, with access to even greater 
resources than you. What happened 
to all those “victories” you racked up; 
don’t they have any bearing on 
enemy operations? Couldn't 
Intelligence choose a mineral-rich 
spot to drop you sometime? 

The answer to those queries is unfortunately 
“no”; this is where Dominion ultimately fails to 
move beyond any other offering. For more than 
any other reason, Dominion fails to add any- 
thing really creative to the real-time experience 
because of the predictable formulaic mission 
structure. Traversing this rigid ever-increasing 
difficulty hierarchy is a frustrating undertaking, 
each success rewarding you with odds more 
impossible and scenarios requiring even more 
exacting fiscal frugality than the one just com- 
pleted. Early on, even at Introductory levels of 
difficulty, resources are plentiful enough to 
allow you to obtain what you require and little 


An imminent attack through the backdoor—Westwood’s mythical 


bridge-building finally comes to pass 
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A mighty Human Dreadnought holds off an army 


more... and you have barely begun to approach 
the vaunted 12th mission. This is supposed to 
inspire further play? 

And the invariable key to completing a mis- 
sion is not outthinking the computer or out- 
fighting it, but out-exploring it. In every setting, 
uncovering the fogged map will dictate in 
which direction you must build to keep the 
money flowing, an element increasingly sparse 
for you and consistently seemingly inex- 
haustible for your computer opponent. Learn 
the map. Or don't. 

For what it is, it works. All of the minor inno- 
vations cannot save this title from mediocrity 
though, and better fare will appear. Get it if you 
want the hardest real-time strategy contest 
available replete with the trademark guitar 
crunching hip-hop themes, otherwise buy 
WarHammer: Dark Omen or wait for Myth II. 
—Scott Hunter 


Dominion: Storm Over Gift 3 

lon Storm * www.ionstorm.com * Requirements: 
Windows 95 or NT 4.0, 166 MHz Pentium or 
better, 32 MB RAM, 4X CD-ROM drive « 
Multiplayer: 2-8 players, Internet, LAN, 

modem, serial 


e \ Bis Neos Wit, $ {ae i 
4 s Mae th Beat Tig i cer i <i i . 
’ t et or thea ~ pce : age 
ca 5 a 


| - aij ee 
se 6 y Fs Aa 
Sas CREWS Ra WG A Berne a ‘ 
miassunaines i Sa a . 
— | ER : ue 
= a = ss _ 2. 
P : We ‘ A 
33 j ; 
: " — ? - ad : Hi < 
= ~ = 
. 2 ae | ga (a3 q 
bok . 2 is Baie! £ pias : 
ee = 
& eae ae 
— ee 


riar 7 EAS ri Orr LITE. 
Face to face with your worst nightmares. 


CHEMICAL SPILLS, TORNADOES, EARTHQUAKES, 
TERRORIST ATTACKS AND PROTESTS GONE AWRY. 


In Emergency: Fighters for Life 


rescue units, police cars and fire engines are deployed at your command. 
Mobilize your units of highly specialized medical and police personnel, 
controlling the crews in their constant battle to save your fellow human beings. 


Run to your favorite retailer or call 1-800-229-2714 
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A GT INTERACTIVE SOFTWARE COMPANY 
PLYMOUTH, MN 55441 


©1998 Topware Interactive 


= Features 30 accelerated graphics for 3Dfx° 


= Choose from 20 action-soaked single missions = Immersive game world with real vehicle 
and Power VR: or the exhilarating desert campaign. graphics and real audio samples. 
= Stellar multiplayer mode allows battling = Competitive gameplay for novice = Powerful mission editor for 
over modem, LAN or the internet. through hard-core players. 


endless replayability. 


t 
interactive Magic, Inc. All rights reserved. 
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It’s you, your tank, and the U.S. Army going to war in the heat soaked deserts of Tunisia. 
Spearhead puts you in charge of the Army’s best armored weapon, the M1A2, immersing you 
in intense battles with state-of the-art graphics and innovative adrenaline-pumping game- 
play. Stop playing around, it’s time to go to work. 


Tul 34K WAYS www.imasicoames.com © NOW AVAILABLE! 
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When bad things happen to good games 


A.X. 2 is one of those maddening 
instances where a sterling game sys- 
tem is undermined by bargain-base- 
ment production values. The design specs for 
M.A.X. 2 must have looked great. It is an elegant 
tactical combat system with simple rules for 
complex ideas: sensor ranges, terrain masking, 
spotting for long range fire, naval and air units, 
armor and shields, weapon types, integrated 
movement and firing rates, vehicle repairs, 
resource management, research, unit 
upgrades, and so on. These are all included in a 
streamlined engine that would have made for a 
fantastic game... if only it had been put 
together better. Much of the game’s elegance 
was lost somewhere during the 
development process. The 
graphics are absolutely awful. 
Some of the interface is a mess. 
And the multiplayer, which also 
must have looked great on 
paper, is unreliable. 

M.A.X. 2's graphics are mud- 
dled and dark. You can squint 
all you want to distinguish 
Assault Guns from Rocket 
Launchers, Tanks from rocks, 
and trees from Sheevat Spawns, 
but you're better off scouring 
the terrain with your mouse cur- 
sor, waiting for a unit name to 
pop up in the message box, like 
a blind man feeling for the curb. 
The ground units all look like 
dirty blobs, while the air units 
look like tiny identical birds. 
Many times, you'll lose a unit to 
opportunity fire because you can’t distinguish 
an enemy, which is supposedly in plain view, 
from the murky terrain beneath it. The irony is 
that the scalable graphics were probably sup- 
posed to make the game more attractive. They 
zoom in and out fluidly, and you can even tilt 
them a bit to get a better sense for elevations, 
but they muddy up an otherwise crisp game. 

The coarse graphics also lead to some inter- 
face problems. There are some helpful options 
that will superimpose important info on the 
map, but this is often clunky or inconvenient, 
making it hard to get an overview of your 
forces, skirt enemy firing ranges, or manage 
unit formations. The spycam, which allows you 
to store views in a small inset window, is too 
small to be useful with the game’s grainy 
graphics. Many of the conveniences we've 
come to expect in real time games are also pre- 
sent in M.A.X. 2, but they don’t always work. 

And this is where M.A.X. 2 is most frustrating. 
Even after a couple of patches from the devel- 
opers, there are still horrible bugs in the game. 
Units will disregard orders and sit idle. 
Resource management or building rates will 
sometimes implode. Sometimes graphics 
effects, such as explosions, are completely 
missing. The game will lock up or crash hard. 
And the multiplayer games are especially 


COMPUTER GAMES 


Factory Menu 


Ast 


age Mage egg ag ee 


AAA 4 
?eege?t? 


ttesattes 


- 


Cute pictures and a paragraph of flavor text do 
not a unit make; the rows of icons for stats are 
far more informative 


Elevation and terrain types are hard to discern without the 
grid; no buildings on the orange squares! 


touchy, disconnecting whenever a gentle 
breeze blows. The programming in M.A.X. 2 
appears to be just as rough as the graphics. 

Surprisingly, M.A.X. 2 succeeds in straddling 
real-time and turn-based gameplay, a compro- 
mise that has ruined other games (Cyberstorm 2 
comes to mind). M.A.X. 2 has enough detail to 
accommodate turn-based players, but not 
enough to overwhelm real-time players. This is 
a delicate balancing act made possible with 
some judicious rules tweaks. Anxious real- 
timers can set the game to pause when ene- 
mies are sighted, and orders can always be 
given while the game is paused; this all but 
eliminates the twitch factor. Conversely, time 
limits can be placed on turn-based turns, and 
the game can also be played with a simultane- 
ous execution phase, trimming some of the 
possible tedium from turn-based play, especial- 
ly in multiplayer games. 

Unfortunately, it seems that some of the 
game’s scenarios weren't tested for turn-based 
gameplay; the time-limited scenarios are ridicu- 
lously hard in turn-based mode, and some of 
them are literally impossible. The four cam- 
paigns are a linear progression of canned sce- 
narios, but an amazingly simple option lowers 
the frustration factor: you can skip any scenario 
in a campaign, but only after you've tried and 
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Yellow lines for scanning range, red squares for 
firing ranges, and green soup for terrain 


Which is more spectacular: the weapon effects 
or the vaguely hippo-like Eenok to the left? 


Not exactly the bridges of Madison County 


failed, and only one at a time. There are some 
good single missions and a skirmish mode can 
be used with any of the game’s handful of 
maps. The Al is what you’d come to expect 
these days: it’s good at defense, but mounts 
only poorly conceived attacks. It’s especially 
good at scuttling out of weapon range. 
There’s no denying that although M.A.X. 2 
suffers from a flawed execution, it has at its 
heart solid gameplay. The fairly simple resource 
management, scaled back since the first M.A.X, 
allows players to concentrate on a finely-tuned 
system of combined arms tactics; imagine a 
turn-based Total Annihilation. This is the sort of 
game that QOP (rest in peace) used to give us, 
a sort of latter day Perfect General. 
Unfortunately, gameplay isn’t enough these 
days, so M.A.X. 2 is mired in dingy graphics and 
sloppy coding. It’s enough to make a strategy 
gamer long for CGA graphics. -Tom Chick 


M.A.X. 2 

Interplay * www.interplay.com * Requirements: 
Windows 95, 133 MHz Pentium or better, 16MB 
RAM, 4X CD-ROM = Multiplayer: 2-6 players; 
Internet, LAN, modem, serial, hot seat 


When Solar Systems Collide... 
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Extermination 


Manage Resources: 

« Acquire and hold asteroids 

+ Mine asteroids for minerals 

- Generate and transfer power 

- Buy/Sell resources, ships, and 
votes to the guild for credits 


Dynamic 3D solar system with 
. all asteroids in constant orbital 

motion creates unique challenges 

as resources and territory move 
over time. 


SIMULTANEOUS TURN-BASED 
STRATEGY GAME 


players via LAN, Internet, and 
email, featuring cooperative and 
competitive play. 
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Design and construct modular ships. 


P.O. Box 13491 oa 
Research Triangle Park. Na 27709 
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WarGames 


WOPR has a few bugs? Big deal 


orrow the isometric 3D perspective of 
Myth, take a little bit of the graphical 
style of Z, add polygon units that are 
actually immediately recognizable as something 
other than Total Annihilation \ego bots, and toss 
in the real-time gameplay of Command & 
Conquer and you have the engaging WarGames. 

This is a surprisingly good game given its ori- 
gin as a movie license. MGM saw fit to let the 
developers do their jobs by basing a game 
around the cinematic mythos and then leaving 
them to do what they knew how to do. We all 
know too well the usual result of these types of 
efforts. Here you have instead a work that is 
comfortably complementary to its parent, and, 
unrestrained by executive dictation, a superbly 
crafted game. 

Somehow the defense supercomputer WOPR 
(War Operations Programmed Response) is still 
in operation and is active. You are a gamer play- 
ing the newest digital fare over the Interlag 
when the normal flow of things is interrupted by 
the supercomputer asking you that famous 
question (“Would you like to play a game?”). 
Despite the possible implications of playing with 
a device bent on real-world genocide, you 
accepts this challenge. This is at best a tenuous 
link to the movie license given the incredible 
Stupidity of those in charge (leaving WOPR 
plugged in after its past “hilarious hijinks?”), but 
in the grand scheme of license integrity, this sce- 
nario is totally acceptable because of the quality, 


Terrain genuinely affects tactics: an Avenger 


jet strikes swiftly and directly 
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An armored column on the move 
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for once, of the game. That is where 
WarGames comes out on top— 
rather than just a splendid market- 
ing campaign for junk merchan- 
dise, you can associate a quality 
product to the quality movie (can 
anybody say “Aliens Trilogy?”). 

You can play as the more con- 
ventional NORAD forces or as the 
appropriately high-tech WOPR 
forces, each with their own unique 
campaign of 15 missions. Both 
sides’ units approximate each other 
in function though many of the dif- 
ferences are tactically substantial 
and even critical, lending each side 
a distinct feel. 

The RTS elements are hack- 
neyed— instead of wells or crystal 
you hack computer centers for finite 
amounts of money. Different build- 
ings produce/provide different units, 
each building may build one unit at 
a time, a fog of war prevails, and so 
on—only this time for some reason 
you don’t mind. We have played this 
package before and yet we have 
not—a combination of the true 3D 
perspective as well as some long 
overdue design thinking. Demolition units, sub- 
marines, ground attack aircraft, cloaking units, 
mines... all are pulled off with a refreshing aplomb 
that makes the normal RTS elements important 
again. You care to experience them again. 

The level design is superb, with the occasion- 
al e-mail from an associate of appropriate back- 
ground giving you substantial tips and intelli- 
gence reports or just speaking about the general 
situation. Strangely, this is another small ele- 
ment that really livens up the contest. And the 
contest is not simply a hoarder one—with finite 
funds available, one needs to balance the churn- 
ing out of killin’ implements with the support of 
the digital war, lest the largest force be rendered 
impotent while a small opposing mass is made 
unstoppable. Hacking increases your own over- 
all combat performance while decreasing the 
enemy’s, and additionally is used to gather intel- 
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Valuable mission blabbery 


The on-the-fly zoomed-in view of sub-hunting 


Miniguns & cannon track the awesome enemy Devastator 


ligence (i.e., remotely uncover the map). 
Remember that the enemy is conducting similar 
operations. And somehow, all of this works here 
where in other products it does not. 

The computer does not seem to be an omni- 
scient cyborg thanks to the attention paid to 
reconnaissance; players will find themselves 
devoting much time to this wholly 
reasonable/enjoyable endeavor. Units have a 
good grasp of the terrain and find their way 
quite adequately. Unfortunately, this leads us to 
the game’s shortcomings. APCs still require 
manual manipulation to disgorge their contents, 
the many activities of certain units do not have 
hot keys (you must right-click a menu into exis- 
tence on a per-unit basis), and player units dis- 
play remarkable stupidity when trying to navi- 
gate around game objects such as buildings and 
other units. This last problem is most disturbing 
as the simple right-angle routines are insuffi- 
cient for effective reactive play; hopefully a 
patch will address that and the other concerns 
in good time. Even in the face of this, WarGames 
manages to remain playable, and is a triumph of 
convention that really deserves a try. Just wait 
until WOPR launches his first cruise missile at 
you.... —Scott Hunter 
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WarGames 

MGM Interactive * www.mgminteractive.com 
Requirements: Windows 95, 98, 133MHz 
Pentium or higher, 16 MB RAM, 4X CD-ROM 
Multiplayer: 2-4 players, Internet, LAN, seria 
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There’s this guy going around 
at parties who used to be just an oe 
underling at some game developing  —— 
company and he brags all evening + 
about going to the French Riviera 


On business and that, thanks to 
a stand he had at this trade show 
| in Cannes, he met an interactive 
media publisher, sold him a game 
concept, and now has his own 
company supposedly with offices 
all over the world. 
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In stores in September! 


Call our new Get Medieval Windows"95\98 Beri 
hint line 1-900-CALL-LITH* CD-ROM www.getmedieval.c 


*Available when Get Medieval ships Get Medieval and the “M” logo are trademarks of Monolith Productions, Inc. 


ALL RIGHTS RESERVED. The ratin 


©1990-8 Psygnosis Lid. 


¢ ATTACK THOSE WHO DESERVE IT MOST FROM YOUR LETHAL ROTATING 3-D 
GLOBE INTERFACE. 


e DIVE INTO GLOBAL CONFLICT AND FIGHT YOUR WAY TO THE TOP OF THE 
WORLD AS A MILITARY OPERATIVE FOR HIRE. 


¢ LAUNCH STRATEGIC ASSAULTS AND DEFENSIVE MEASURES VIA LAND, AIR, 
SPACE AND SEA USING A BLISTERING ARSENAL OF WEAPONRY. 


¢ ACCESS INTELLIGENCE FROM 56 COUNTRIES AND THEN TARGET VITAL ENEMY 
INSTALLATIONS. 


¢« STAY ABREAST OF MISSION GOALS AND BREAKING DEVELOPMENTS VIA LIVE 
ACTION BRIEFINGS. VIEW RESOURCE DATA THROUGH YOUR HUD DISPLAY. 


¢ CHALLENGE UP TO 16 OPPONENTS IN MULTIPLAYER WARFARE OVER LAN, 
SERIAL LINK OR MODEM. 
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Download the demo at www.psygnosis.com/globaldomination 
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Revenge of Arcade 


Discovering the cure for Pac Man Fever 


package like this defies review. A com- 
A pilation of five classic Namco arcade 

games, there’s little point in describ- 
ing the five games that come in Revenge of 
Arcade—if you don’t know what they are, you 
don’t want this compilation. 

On to the games. Striking a blow for femi- 
nists everywhere, the original grrl gamer Ms. 
Pac Man (& * * * *&) was far 
superior to her predeces- 
sor. The sequel followed 
the usual pattern: more 
levels, tougher Al. It also 
had fabulous cut scenes, 
and was the main inspira- 
tion for Tomb Raider. Or 
maybe not. 

Xevious (* * *& *& *&) was 
the best of the top-down 
shooters. With weird music, 
terrific sound effects, nifty 
pseudo-3D and challenging 
gameplay, this game is still a 
blast. It obviously served as 
the inspiration for Sid Meier’s 
Civilization, which had worse 
graphics but more shooting. 


Mappy 


Get Medieval 


Gauntlet by any other name... 


4 ‘\Wy arrior needs food—badly.” 
Remember that voice, so infuriat- 
ingly sanguine? “Warrior is about 

to die,” that voice might casually remark, in the 

same tone of voice another would use to order a 

Diet Coke... or, back in those days, a Tab. 

Gauntlet, of course, has long since gone the 
way of Wham!, pet rocks, and Barney Miller 
reruns. But Monolith is just now introducing 
Get Medieval, a game with no official connec- 
tion whatsoever to Gauntlet which should 
nonetheless ring a few bells. Does Get Medieval 
have anything to offer on top of nostalgia 
value. The answer is a qualified yes; the game is 
terrifically fun for awhile, but after a time it 
becomes terrifically repetitive. 

Get Medieval features four wacky charac- 
ters—a barbarian, an elf, a sorceress, and a 
female warrior—exploring top-down cata- 
combs and dungeons, dispatching evil vermin 
and snatching power-ups. During the course of 
your adventures, you hear a bunch of almost- 
witty asides tossed off by the characters. “I 
could have permed my hair by now!” bitches 
Levina, the sexy sorceress, after too much wan- 
dering, while tough but tender Kellina sounds 
as if she’s saving up for that special operation. 
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Rally X (****) shows off some terrific 
physics modeling and features a canny Al that 
seems to anticipate your every move. While it 
lacks lens flare, visually it’s top notch, espe- 
cially the word “Boom” that appears when 
you crash. It’s still sadistically hard, but it 
probably made more money that way. 
Obviously it had a big effect on the guys that 
made Carmageddon. 

Mappy («* * * *) has one 
of those theme songs, like 
the one for Moon Patrol, that 
are a permanent part of our 
psyches. The gameplay 
wears pretty well too, and 
helped make the world safe 
for Command & Conquer. 

Motos (*) pretty much 
sucks. Was it fun at one 
point? No one here even 
remembers it. It probably 
inspired Descent to 
Undermountain. 

Overall, loading up these 
games rekindles your memo- 
ries of all that was great in the 
1980s: Modern English, Knight 


It’s all determinedly 
retro, despite the fact that 
the puffed-up press release 
throws around a bunch of 
buzzwords (3D rendered 
graphics! Panning/fading 
ambient audio! Dynamic 
color filters!). Yes, it looks 
nice, and yes, there are 
transparencies; but the 
game is trying too hard to 
be Eighties to give itself 
over completely to graphi- 
cal splendor. 

Despite some clever wrinkles and the inclu- 
sion of a random-level generator, the single- 
player game quickly becomes repetitive and 
dull. However, the multiplayer game manages to 
increase the entertainment value exponentially. 
Start up a game with two, three, or four people, 
and watch maturity levels plummet. When one 
person wants to go one way and another wants 
to go another, both end up going nowhere—a 
delightfully existential conundrum. 

Even with multiple players, the game pro- 
vides limited distraction. After a week (two at 
the outside) you'll find yourself wondering 
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Rider, Clearasil, “Rapper's Delight” and Molly 
Ringwald movies. Break out your skinny tie and 
have an ‘80s party, dude. —Steve Bauman 


Revenge of Arcade 

Microsoft * www.microsoft.com * 
Requirements: Windows 95, 10O0MHz Pentium 
or higher, 16MB of RAM, 2X CD-ROM 
Multiplayer: 2 players, same machine 


Ah, magic. Time for some rat-stompin’ 


why you're playing a game from the early 
Eighties here at the end of the Nineties. For 
those few weeks, however, you'll have a wide, 
silly grin on your face as you soak in the light- 
est-hearted action-fest since... well, since 
Gauntlet. John Altman 


Get Medieval 

Monolith Productions * www.lith.com « 
Requirements: Windows 95, 9OMHz Pentium or 
higher, 16MB of RAM, 4X CD-ROM + Multiplayer: 
2-4 players, Internet, LAN 


Imagine a_ 
wore 


your mind | 
advances you 
_ instead of 


agility and 
firepower. 


Mplayer.com is your portal to Underlight, the 3-D role- there are no restrictions. So long as your role does not 
playing game where thousands of dreamers like you cre- break the Three Laws of Underlight, you are limited only 
ate a magical, ever-changing story. Underlight is a living, ‘by your imagination. 

_ breathing world that revolves around people, not simu- SGT oe 
lations of them. A world where you advance in hierarchy _ Download : poerent Lay Ma = ieee oa oe 
by defeating nightmares, and engage in political strife to www.underlight.com, and start living the magic for 10 
fulfill your missions in the City of Dreams. A place where free hours at www.mplayer.com. 


the extraordinary is commonplace. | a ea ee es s : 

—  -- "Underlight e the only true 3-D graphic role playing 
a ee ane eu 3 on the Internet." 
The Vault Network 


Final Fantasy VII 


The console’s greatest RPG has a difficult PC birth 
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elcome to the latest installment of 
console/computer synergy, where a 
massively popular console developer 
brings its biggest hit to the most competitive 
platform. It’s been tried many times before, 
most notably with the conversion of the multi- 
million selling Resident Evil, which was greeted 
in PC land with a resounding “who cares?” on 
its one-way trip to discount and bundle city. 

Squaresoft’s Final Fantasy VII, it of the multi- 
million dollar marketing budget, comes to the 
PC with all of its console legacies intact: low- 
resolution background graphics, mouseless 
gamepad-centric interface, saving only at pre- 
determined locations and cute characters with 
enormous eyes and unusual hair. It also brings 
its strengths: detailed plot, superb 3D graphics, 
superior production values and a wonderful 
sense of design continuity. 

Much of the praise heaped on the 
PlayStation version was directly related to its 
story, and it is indeed impressive, steeped in 
adolescent yearning and melodrama. It’s 
Cloud's So-Called Life, minus the, like, Valley- 
speak. Every sentence weighs heavily on every 
character as they describe their inner pain. 
They're all introspective and speak in ellipses... 
ease their angst so they can live again. 

Is it overwrought? Absolutely—way beyond 
anything the master of saccharine Steven 
Spielberg would consider filming. The dialog is 
absolutely cringe-inducing, with inappropriate, 
witty banter at bizarre times—thank God it’s 
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The effects when using “Summoning” magic are stunning 
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The bestiary is surreal. Yes, in the above picture we’re being attacked by a house 


text and not vocalized by bad actors, which 
might have taken the game into cheesy Resident 
Evil territory. Whether this is due to the transla- 
tion from Japanese is irrelevant. However, in the 
context of the story, the setting, and the 
premise, the simple dialog works wonders when 
uttered by these funky looking characters. 
Contrary to most role-playing games, the 
story in Final Fantasy Vl isn't about one single 
character saving the world; instead, much as in 
Betrayal at Krondor, there’s a focal character 
that you don’t necessarily control throughout 
the game plus an ever-changing assortment of 
comrades helping out. As with the older Ultima 
games, travel is via two different scales—a city 
and world-map view. Where the designers of 
Ultima Ascension decided to drop the standard 
RPG multi-character party because they feel 
they can’t properly represent it in 3D, Final 
Fantasy Vil solves it by always repre- 
senting your party by a single char- 
acter in all forms of travel. It looks 
weird—the characters literally jump 


558/ 558 _ 13) 
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into one body before moving, and hop out at 
other points—but it works. 

The main player in the story is Cloud, a mer- 
cenary who is one confused, and confusing, 
spiky-haired boy. He sells himself out to a group 
called Avalanche, a guerrilla group intent on 
destroying the big evil corporation Shinra, Inc. 
The story starts in the floating city of Midgar and 
quickly mushrooms to encompass the entire 
planet and a dizzying array of subplots. Before 
the end of the game you will have hooked up 
with multiple characters, each with their own 
detailed backstory that properly positions them 
within the context of the larger story. 

Most of the crucial plot elements are told via 
long and staggeringly beautiful 3D rendered cut 
scenes, some that at times best even a game like 
Riven in their quality. Unfortunately, the actual 
presentation of these stunning visuals is poor— 
the videos look over-compressed and washed 
out, almost destroying their beauty. 

The music throughout is repetitive, and at 
times it can be overbearing when it should be 
subtle. The music is MIDI 
rather than all-digital, and due 
to the varying nature of MIDI 
implementations on every 
sound card, you're best off 
installing the XG-MIDI driver 
included with the game. (It 
converts MIDI to standard dig- 
ital samples, making the game 
sound exactly as Square 
intended it.) 

As with most story-based 
games, the middle section 
drags, but picks up toward the 


Some of the arcade sequences are pretty entertaining, but 


rarely too difficult 


end, turning even more narrative-heavy down 
the homestretch. The game isn’t particularly 
difficult, and it’s a mostly linear journey, with a 
few sections that can be skipped outright. 
However, by the end of the game, you just 
want to find out what's happening with the 
story—the game, and especially the random 
combat, actually gets in the way. 

Unlike most PC games, Final Fantasy VII is 
comfortable mixing multiple types of games. 


~\ctant wait any longer ! 
Here comes — is 


Some of the material can get surprisingly “adult” 


The majority of the game is 
played like an Alone in the Dark- 
style third-person adventure— 
walk around a scene, find 
objects and talk to non-player 
characters (NPCs). At any point 
during the game, though, you 
may find yourself breeding and 
racing Chocobos, snowboard- 
ing down a mountain, playing a 
pseudo real-time strategy game 
or riding a motorcycle. 

The combat and magic sys- 
tems work beautifully. The 
combat is a phased system, tak- 
ing place in a 3D environment. 
You issue your party members 
commands and watch them 
get played out in the 3D game- 
world. After each command, 
you'll have to wait a certain 
amount of time before you can 
issue another. While most of 
the graphics are duplicates of 
the PlayStation version (for bet- 
ter or worse), the combat 
shows off the power of the PC 
equipped with a 3D card. With 
a camera that swoops and 
zooms around the battle, it’s a 
virtual smorgasbord of 3D 
effects, never feeling gratuitous 
but always impressively author- 
itative. The beasts you face off 
against are all beautifully 
detailed, shaded polygon char- 
acters instead of the usual PC texture-mapped 
ones, lending them an otherworldly look that’s 
a far cry from your standard orcs, dwarves and 
elves. The only way you'll experience a more 
surreal bestiary is by dropping a tab of acid and 
visiting your local zoo. 

The magic system is also noteworthy. No 
character has an innate ability to cast magic, 
but their weapons and armor have slots for 
Materia, and each of these orb-like elements 
adds spell effects in combat. Some are defen- 
sive when placed on armor and offensive on 
weapons, and others summon spectacularly 
animated creatures to do the fighting for you. 
Certain weapons also have “linked” Materia 
slots, which allows you to combine the proper- 
ties of certain Materia (of particular use is the 
“All” Materia, which causes spells, either offen- 
sive or defensive, to effect all of your party or 
the bad guys). The system can seem baffling 
initially, but once you've figured it out, you'll 
wonder when everyone else will adopt it. 

So we have an at-times wildly brilliant game 
where everything works, where everything 
holds together. So what's wrong with the game? 

It doesn’t work. For a lot of people. 

We haven't had a game in recent memory with 
this title’s tendency to fail to work in any capacity 
on multiple machines. It failed to start on five out 
of seven computers, all mid-range Pentium 
machines equipped with 3Dfx cards from various 
manufacturers. The game locked up on the start- 
up screen every time. Updating drivers did noth- 
ing. Re-installing the game did nothing. 

It turns out that all of the problems are 
specifically related to video CODECs, the com- 
pression routines that allow you to have full- 


motion video on your PC. They go by the 
names Cinepak, Indeo, Smacker and others, but 
Final Fantasy VII doesn't like it if you have a cer- 
tain version of the Indeo CODEC. You can find 
this information in the “Multimedia” Control 
Panel under the “Advanced” setting. 

To add insult to injury, the game has a 
PowerVR logo on the box, implying it supports 
the cards based on that 3D chipset. Trouble is, 
the game doesn’t actually support any versions 
of that chipset currently in existence; it will, 
however, support the next generation version 


of the chip, one that doesn’t exist in any com- 
mercial form yet. 


The outdoor travel scenes look sharp 


Despite the fact that they’re low-resolution, 
the background graphics still look good 


Because of these problems, we cannot rec- 
ommend this game unless you purchase it 
from a store that allows refunds. However, if 
you Can get it running it works perfectly, with 
almost none of the bug problems that plague 
most PC software. While more of an adven- 
ture game than an RPG, it nonetheless pro- 
vides a unique and fascinating experience 
that you can’t get from any other PC game. 
-Steve Bauman 


Final Fantasy VII 

Eidos Interactive * www.eidosinteractive.com * 
Requirements: Windows 95, 166MHz Pentium 
or higher, 32MB of RAM, 4X CD-ROM 
Multiplayer: None 
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Team Apache 


Chopper flying made simple 


light sims generally fall into two cate- 
gories: the “lite” sims that cater to folks 
who don’t know and don’t care that the 
plane they’re flying has a flight model that will 
fly to the moon if you point it straight up and 
max the throttle, and the hard-core sims in 
which the drag from different brands of paint 
used for camouflage is calculated (and argued 
about). Adherents of each class will rarely be 
seen flying a sim from the other category. Team 
Apache is going to provide a challenge for 
these diehards, as it may be the best “compro- 
mise” sim to take to the air in quite some time. 

The game simulates the AH-64A Apache 
helicopter, inviting the immediate question: 
how does it compare to Longbow 2? The best 
answer: it’s different. While Longbow 2 simu- 
lates the radar-equipped variant of the AH-64 
(the D model), providing extremely realistic 
detail in every operation, Team Apache simu- 
lates the non-radar Apache and simplifies many 
of the flight requirements while still attempting 
to provide a fairly realistic strike helicopter 
environment. As is the nature of tradeoffs, this 
has its plusses and minuses. 

Let’s start with a plus: Team Apache is great 
looking. 3D hardware is utilized to provide 
some stunning graphics, from detailed cities to 
streaks of tracer fire to wonderful weather 
events such as thunderstorms. Lighting effects 
at night are spectacular. 


Graphics, including cities, are very well done 


The included mission creator is both versatile 
and easy to use 
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The flight model and con- 
trol aspects are where design 
decisions to stress simplicity 
begin to surface. First, the 
player cannot sit in the 
Copilot/Gunner’s (CP/G) seat: 
this is exclusive property of 
the computer Al. The comput- 
er CP/G targets and the pilot 
(you) pulls the trigger. You 
can force the CP/G to switch 


is on the HUD 
targets, as well as select which 


While a virtual cockpit is available, all of the info you'll need 


weapon is employed, but if 

you love twiddling with multi-function displays 
you're out of luck here. Similar simplifications 
run throughout the game, e.g., in Longbow 2 
calling in an artillery strike required putting the 
targets on the heads down display, drawing a 
firing zone around the selected targets, then 
sending this information to your big guns. In 
Team Apache one merely points the chopper at 
the target and pushes a button. In fact, few of 
the instrument panel displays have any useful 
purpose and you will likely find yourself using 
the IHADSS exclusively. The down side to all of 
this is obvious; the up side is that you are free to 
focus on piloting the chopper. 

Once flying the Apache, the second obvious 
difference from Longbow 2 emerges: this is a 
very different flight model. Depending upon 
your preferences, it is either very “twitchy” or 
very responsive. The helicopter feels light and 
quick; whether this is a flight model closer to 
the real AH-64 is a question best answered by 
someone with significant real life Apache flight 
time. Team Apache is relatively easy to get up 
and flying and even beginners will find that a 
quick run through the tutorial training will leave 
them prepared to enter the combat arenas. 

Combat is provided in Instant Action, 
Single Missions, and two Campaigns. The 
campaigns are of the scripted, branching mis- 
sion style, with a nice variety of normal and 
unusual missions. A nice touch are the search 
and rescue missions tasked to recover 
squadron members downed in previous sor- 
ties. In addition, an easy-to-use mission cre- 
ator is included to help extend the life of the 
game. Internet play is included, but seemed 
extremely sensitive to the quality of the con- 
nection: if the connection wasn't perfect, 
choppy play was the result. However, when a 
good connection was achieved, co-op play 
was a blast. 

How the game handles squadron members 
is also different from most flight sims. You 
select a team of pilots and CP/Gs from a pool 
of personalities with full descriptions of 
strengths and weaknesses. For example, one 
CP/G may have a fitness report that shows he 
is an excellent decision maker and great at 
targeting, but has poor results at night and is 
having family problems that may be distract- 
ing him. (By the way, the voice acting of these 


Hint 
pilin 


Flying through weather can be a challenge 
and a thrill 


How you handle your squadron’s personnel 
issues can have a significant impact on your 
battle effectiveness 


personalities is really bad, almost cartoonish 
in execution.) Your choice of personnel, how 
you team them up, and how you handle their 
morale issues will have a major impact on the 
squadron’s performance. 

In the end, Team Apache takes a different 
path from many products in this genre: its 
aim is a realistic environment with simplifi- 
cations made to streamline play. The result 
is a chopper sim that both novices and hard- 
core fanatics can enjoy, a rare accomplish- 
ment indeed. —Jeff Lackey 


_ Team Apache 
_ Mindscape * www.mindscape.com * 


Requirements: Windows 95, 133 MHz Pentium 
or higher, 16 MB RAM, 4X CDROM 
Multiplayer: 2-8 players, Internet, LAN, modem 


Comanche Gold 


14-karat gold plated with genuine diamond-like stones 


hether or not you will like Comanche 
W Gold largely depends on what you 
expect from a “Gold” edition game. 


This gilded version of NovaLogic’s third game 
featuring the RAH-66 Comanche surpasses some 
expectations and falls disappointingly short in 
others, and the result is a decidedly mixed bag. 


While the game’s voxel-based rendering engine does not 
support 3D acceleration, it does produce some nice visuals 
and an acceptable framerate 


To the game’s credit, it is bristling with new 
features and material. There are 72 missions 
(not including training missions) broken down 
into a number of smaller campaigns that can 
be played in any order—approximately twice 
as many as the original release offered. The 
included 127-page strategy guide is a nice 

- touch, providing walk-throughs 
for most of the missions in the 
game. Pre-flight options are still a 
bit feature-light; the ability to 
alter loadouts has been added, 
but the player is unable to make 
any changes or move waypoints 
on the anemic briefing map. 
While the missions themselves 
are heavily scripted, the game 
does come with a slick mission 
editor that allows players to cre- 
ate their own scenarios using a 
number of pre-generated terrain 
sets. The editor is detailed and 
easy to use, and it adds quite a 
bit of replay value to the game— 
something of a must in the 
absence of a dynamic campaign. 

Replayability is a laudable goal, 
but only if the player wants to 


play the game in the first place. Comanche 
Gold earns top marks for adding features, but 
gets an “incomplete” in regards to addressing 
the problems of the original release. A number 
of new wingman commands do little to hide 
the fact that their Al is still dismally inade- 
quate—your wingman is often as much of a 
threat to you as he is to the equally braindead 
enemy units. The flight model, avionics, and 
damage model are still quite simplistic, and 
while casual pilots might enjoy the game’s 
shallow learning curve, serious simulation fans 
will want to stick with the likes of Jane’s for 
their rotary-wing fare. 

It is not a bad game if you are looking for a 
light action-oriented sim, and the new features 
are nice, but they would have been better com- 
plemented with more substantial improvements 
to elemental gameplay. —Benjamin E. Sones 
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Comanche Gold 

NovaLogic * www.novalogic.coms 
Requirements: Windows 95, 133 MHz Pentium, 
16MB of RAM, 4X CD-ROM + Multiplayer: 2-8 
players, Internet, LAN, modem, null-modem 


F-22: Red Sea Operations 


Some more appetizers for DID’s simulator 


he release for the heir apparent of DID’s 
T combat simulations is finally imminent. F- 

22: Air Dominance Fighter proved to be a 
excellent sequel to FF2000, but without a dynam- 
ic campaign like in EF2000, it was really only half 
a sequel. Now that F-22:Total Air War is just over 
the horizon, players may wonder, “Why bother 
with more pre-scripted missions?” Read on. 

F-22: Red Sea Operations is an expansion pack 
for F-22 that provides four new campaigns in 
familiar settings. Unlike some expansions, it 
does not provide new units, terrain, flyable air- 
craft, or any of the value-added features that 
players tend to expect in expansions— it’s 
strictly a new mission set. 

What the expansion lacks in features, in 
makes up for in the campaigns themselves. 
Campaigns include Ethiopia, Egypt, Saudi- 
Yemen, and an AWACS-only tour. The missions 
are designed with an eye towards providing as 
much variety as possible. The storyline thread- 
ing the missions together may be a little thin 
and the action starts out fairly slowly, but builds 
up to a satisfying crescendo in each mission. 

The overall mission design quality exploits 
the strengths of the F-22 as a fighter and a 
game. Units that didn’t get their fair share of air 
time make good return appearances. Plenty of 


Paying our respects to the sovereignty of 
Eritrean airspace 


incidental traffic is around to give the feeling of 
a living world, and lots of little surprises keep 
pilots on their toes. 

Some of these missions suffer the dreaded 
“puzzle” syndrome—where players have to 
struggle to figure out how to get their fire- 
power to certain points by a certain time, usu- 
ally learning the combination the hard way. 
Fortunately, the missions do not have to be 
played in a linear order, so a particularly 


Getting ready for the twilight LGB run 


aggravating mission can simply be skipped for 
a later time. 

Users who patched F-22 before installing Red 
Sea Operations may also find their original sim- 
ulator missions overwritten. A patch is currently 
available from the Sim-Tech website to correct 
this problem. 

While the anticipation of F-22 fans may be 
for Total Air War, Red Sea Operations adds 
enough variety for a reasonable price to tide 
players over until then. —Nei/ Mouneimne 
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F22: Red Sea Operations 

Sim-Tech * www.sim-tech.co.uk * Requirements: 
F22: Air Dominance Fighter * Multiplayer: 2-8 
players, Internet, LAN, modem, serial 
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ith FIFA: Road to the World Cup 98, EA 
Sports demonstrated that it had finally 
figured out how to put it all together: 
wonderful graphics, great sound effects and 
music, intelligent game design, and most impor- 
tantly, fantastic and authentic gameplay. Now, 


with the World Cup returning to France this sum- 
mer, they've released a new, improved version of 


their soccer simulation, World Cup 98, with the 
focus on recreating the atmosphere of the real 
tournament. The two questions for soccer afi- 
cionados are: how well does World Cup 98 suc- 
ceed in emulating the excitement of 
the real event, and how much of an 
improvement is it over the last FIFA? 
Let’s answer the first question 
first. Short of buying a ticket to Paris 
and getting insulted by rude French 
waiters, this is as close as you're 
going to get to being in the stands 
at the real World Cup. All 32 qualify- 
ing teams are present, in their 
authentic groupings (which can be 
rearranged if so desired). Eight non- 
qualifying teams are also included, 
along with the ability to insert them 
into the tournament. Play takes place on all ten 
of the World Cup stadiums, each one having its 
own playing surface characteristics. 
Outstanding sound and graphics are utilized 
effectively to produce a “you are there” atmos- 
phere: the pre-game, in-game, and post-game 
commentary, the highly detailed team “kits” 


(uniforms), the distinctive crowd chants for each 


country, the emotional reactions from the play- 
ers on the field, all combine to create a tremen- 
dous gaming experience. Additionally, once a 
player has won the World Cup, eight classic 
World Cup finals from the past can be played. 

Ah, but you've been seduced by the lure of 
awesome sound and beautiful graphics before, 
only to find that the game is unfaithful when it 
comes to simulating the actual gameplay. No 
worries about being betrayed here—World Cup 
98 is an excellent hardcore soccer simulation. 
The FIFA 98 engine was already the best soccer 
sim available, and World Cup 98 improves upon 
it in numerous significant ways. First and most 
importantly is the goalie Al. Many soccer simu- 
lations ultimately fail due to stupid goal keep- 
ers; the FIFA 98 keepers were generally good, 
but still occasionally would do something silly. 
World Cup 98 features excellent goalies—they 
play smart, aggressive when the need arises 
(they will actually come out of the box and clear 
a ball if the situation requires it), and they no 
longer have the “hands of super-glue” that 
plagued the keepers in F/FA 98. Thus, there are 
many more deflections and tips, resulting in a 
more realistic number of corners and also more 
goals that result from a follow-up to a deflected 
shot. It’s amazing how realistic goalie play can 
raise the overall authenticity of play. 

The rest of the gameplay is equally excellent. 
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EA Sports scores a gooooaaaaaa 


UE 


Players from Brazil and England 
watch nervously during a Finals 
shoot out 


Uniforms are extremely detailed 


Brazil brings home the coveted 
World Cup 


Was putting Luis out for a game 
worth the red card? 


A late goal results in a dejected 
keeper 


Player Al appears to have been improved, as 
players tend to react more intelligently on both 
sides of the ball. On offense, players without the 
ball will sprint to get open, while on defense, 
players will move to cut off the passing lanes. 
Smart real life tactics translate into winning game 
tactics—quick passes and shots tend to produce 
positive results, while attempts to have a single 
player play superman and dribble the length of 
the pitch will quickly result in turnovers. Good 
teams have marked advantages over weaker 
teams (however, there is a “handicap” option for 
those wanting to play Cameroon against Brazil 
and not be slaughtered). World Cup 98 makes full 
use of eight-button gamepads, and mastering 
the more advanced moves greatly improves your 
odds of making it to the finals. Preset formations 
and strategies can be set up and changed “on 
the fly”. Also, several in-game tactics, such as an 
offside trap or an attacking press, may be execut- 
ed at the press of a button. 

This all translates into a great gaming experi- 
ence. Games are tense and exciting, completely 
immersive. One of the first World Cup finals 


that was achieved during the review pitted 
Brazil against England in a match that had a 
number of soccer fans gathered around the 
computer, observing, cheering, groaning, and 
shouting as Brazil won in a sweat inducing 
shoot out. Fantastic— this is what sports gam- 
ing should be about. 

If you don’t have FIFA 98, the decision is 
clear—if you are a soccer fan, or any type of 
computer sports fan at all, you will love World 
Cup 98. If you have FIFA 98, the decision is a bit 
trickier as the improvements are subtle but sig- 
nificant—you will likely find the improved play- 
er and goalie Al and the wonderful recreation of 
the World Cup atmosphere well worth the price 
of admission. -Jeff Lackey 


World Cup 98 

Electronic Arts * www.easports.com * 
Requirements: Windows 95, 10OMHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM = 
Multiplayer: 2-20 players, LAN, modem 
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it's 2268, you've been recruited to command a Dreadnaught Za Cee | 
class starship in the Commonwealth Navy. Fighting an pe! ys oe | 
unpredictable and relentless enemy, the renegade Indies, 
you will need much more than your Particle Beam Canons to | s : oes | 
win the Independence War. It's time to take control of your jeaihe = ee) 
ship, your crew, and the future in the biggest and deepest 92 Sisson eecmemmeccas 


space campaign the Galaxy has ever seen. DOWNLOAD THE DEMO AT: www-independencewar-com 
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The Starship Simulator 


Castrol Honda Superbikes 


This bike sim is an impressive underachiever 


nyway you cut it, there’s something 
A vaguely romantic about motorcycle rac- 

ing games. Maybe they're reminiscent of 
simpler times, before Quaker Oats supplanted 
Quaker State as the key to good performance. Or 
maybe it’s just the chance to take to the high- 
way with a bunch of grimacing, leather-jacketed 
compadres without fear of getting your butt 
kicked by a real motorcycle gang. 

Castrol Honda Superbikes isn’t going to satisfy 
those looking for the easy handling of a Moto 
Racer or for the nasty glee of Road Rash—it’s 
billed as a racing simulation, and, to a point, lives 
up to the name. Unfortunately, it’s also rather 


— 
Night racing offers a whole new set of challenges 


conservative in scope, and begins to lose its lus- 
ter once the rush of actually riding a bike in seri- 
ous competition wears off. 

Part of that initial excitement is the result of 
the lush 3Dfx/Direct3D graphics and the 
impressive detail of the provided settings. The 
tracks, though fictional, offer beautiful details 
like churches, Victorian houses, grandstands 
and overhanging bridges and railings to pro- 
vide a sense of roaring through a series of inter- 
national settings. 

As a simulation, though, Castrol Honda 
Superbikes is an underachiever. There is only one 
bike available to the player, and once you've run 
all 10 courses a few times, the lack of variety 


~ begins to hurt. In-game sounds are also average, 


the sense of speed is relatively weak, and there 
are also some gaffes in the handling of the bike 
itself. The worst is that running off the road 
merely causes the bike to slow down dramatical- 
ly rather than skidding or sailing into a barrier; it 
can't accelerate until it’s back on the pavement 
and slows to a crawl even when you drift onto 
the loose gravel on the shoulder. Another prob- 
lem lies in the forward view when cornering, as 
the biker’s head leans into the turn instead of 
remaining level with the road, an oversight that 
real-life bikers may find disconcerting. 


The TV-style replays are a nice touch, even if 
most of the views are useless for the races 
themselves 


Like most serious PC games, Castro! Honda 
Superbikes can be overwhelming, demanding, 
and frustrating, but can also draw you in if you're 
in the mood for a game requiring some thought 
to complement quick reflexes. However, 
Superbikes pulls its punches in terms of provid- 
ing the longevity and excitement that one 
would expect from a simulation, ultimately deliv- 
ering an experience that simply isn’t as deep or 
as affecting as it could be. —Geoff Stratton 
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Castrol Honda Superbikes 

Intense Simulations + 
www.interactive-entertainment.co.uk * 
Requirements: Windows 95, 133MHz Pentium 
or higher, 16MB of RAM, 4X CD-ROM + 


Multiplayer: 2-6 players, LAN, same machine 


Golf ‘99 


Not a great sim, but not a bad game 


the market these days, with such heavy- 

weights as Links and Jack Nicklaus 5 enjoy- 
ing fanatical support. Fox Sports Interactive 
joins the ranks of contenders in the golf game 
arena with Golf ’99, a program that can be fun 
in spite of itself. 

The game features numerous gameplay 
options, including an excellent tournament 
mode and a golfer creation system that allows 
you to edit your on-screen alter ego’s looks. 
While no real life courses are included, a wide 
variety of fictional courses are available, and 
they look pretty good. Three swing interfaces 
are offered: the traditional two and three click 
methods, and a mouse swing option that 
allows for real time control of the on-screen 
player's club. The latter doesn’t have the same 
superior control of the implementations in 
Front Page Sports Golf or The Golf Pro, though. 

The ball in Golf 99 behaves a tad unrealisti- 
cally, as sidehill lies don’t appear to have much 
effect, you can put significant backspin ona 
ball out of the sand, and the roll and bounce of 
the ball on various surfaces isn’t quite right. The 
average gamer may not notice these anom- 
alies, but the extreme golf enthusiast will likely 


: t takes a lot of guts to put a new golf sim on 


COMPUTER GAMES 


This golfer is waving to the crowd, mighty 
proud of his triple bogey 


find the game sub-optimal in this area. 

The game’s fatal flaw is its putting interface. 
It is really atrocious. While the slope of the 
green doesn’t appear to have much effect, the 
real killer is the ridiculous swing meter. It is 
much easier to sink a 50 yard putt than a five 
inch putt, as a minuscule portion of the swing 
meter is used during putting. Short putts use so 
little of the meter that the user is forced to click 
as fast as possible, often resulting in putts that 


The club setup screen provides an above average 
range of shot styles 


either don’t move or run far past the cup. 

If you want a top notch golf simulation, this 
isn’t it. However, if you're looking for a game 
rather than a sim, the tournament mode may 
provide enough fun to compensate for the 
cursing you'll do while putting. -Jeff Lackey 
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Golf ‘99 

Fox Sports Interactive ° 
www.foxsportsgames.com * Requirements: 
Windows 95, 120MHz Pentium or higher, 16MB 
of RAM, 4X CD-ROM * Multiplayer: 2- 4 players, 
Internet, LAN, modem 
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A alswantessjanc-\ ee itre)ar-lay 
action/strategygameofitskind. Noth- 
ing comes close to offering such an 
exciting combination of strategy, 
team-building, realistic, three-dimen- 
sional graphics and true-to-life 
special forces action. ONE SHOT 
KILLS, The ultimate goal is to save 
yourself and the world from deadly 
terrorists. You must successfully 
complete 17 unique missions, and f 
you die, the game isn't over: 
THE WORLD IS. 
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PLAY IT ON ZONE.COM 


wai ew Lie 


4. 


° 


‘ 


Yy e Pil 
a ne <> 
rs | ¢ | 5 ; 
+ SA 5 Cine pe tes py ed 
a 6 “| . 3 ¥ 


~¥ 


a 


q 
s 
4 


RK 
$2 


; 4 


RANGERS NEVER 
GO IT ALONE 


A second Ranger 


goes where you go, - 


watching your back, 
following your 
commands — and trusting 
you with his life. 


JOIN THE RANGERS, 


SEE THE WORLD 


SpecOps: Rangers 
Lead the Way takes 
you from snowy 
Korean forests to 
Steamy South 
American jungles. 


RANGERS ALWAYS 
SWEAT THE DETAILS 


From uniforms and 
vehicles to the 
foreign languages 
spoken by enemy 
Soldiers, everything 
is authentic. 


Like the U.S. Army Rangers, SpecOps: Rangers Lead the Way isn’t for lightweights. {t's intensely real, with motion-capture technology, photorealistic textures, stunning 
outdoor 30 environments and actual ambient and weapons sounds. Your missions range from blowing up SCUD bases in North Korea to rescuing hostages in Afghanistan. You 
might even receive a medal. But that’s not why you signed up. You joined to uphold the honor of the Rangers and your country. So let’s go, soldier. Your country needs you. 
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‘TOMB RAIDER Ill’ Lara’s off to even more exotic locations this time 
around, from the blistering deserts of India to the lush islands of the 
South Pacific. Now you can choose your own destiny by selecting the 
order in which you play each of the four different adventures. Revamped 

| game engine, new reflection system, vastly improved Al, new special 
effects (rain, snow, fire, & more). 

Eidos (Action) 
| Release: 11/98 PC CD 


‘JANE’S FIGHTER LEGENDS: 
EUROPE 1944’ Fly the 7 best 
fighters of WWII with unprece 
dented effects, terrain, & aircraft 
detail. Contains training missions, | 
variable difficulty levels, a branch- 
ing campaign, realistic flight 
dynamics, & sophisticated Al. 
Planes break apart, awesome 
crashes & explosions, with realis- 
tic clouds, smoke, & fire. Virtual}. 
3-D cockpits with working dials. 
EA (Simulation) 

Release: 11/98 

PC CD 


‘SAITEK X36 CONTROL SYSTEM’ 
includes the fully programmable 
X36F Control Stick & X35T 
Throttle & Rudder Control. 
Saitek (Hardware 
Release: NOW P 
X35T:2xFireButtons,4WayHat 
Switch, RudderControl,2xRotary 
Controls, MouseController. 


(er Both For 


X36F:5xFireButtons,2x8Way 
HatSwitches,X&YTrimControls, 
‘Pinkie’Shift Function with LED. 


‘SAITEK R4 FORCE FEEDBACK 
RACING WHEEL & PEDALS’ The 
Saitek R4 offers the most advanced 
racing wheel on the market. 
Everything is where it needs to be 
and designed to be comfortable 
even after hours of driving. The 
Force Feedback version also pro- 
vides a tactile response to colli- 
sions, the road surface and other 
in-game factors for the ultimate 
driving experience. 

Saitek (Hardware) 

Release: 10/98 

PC 


‘CH F-16 FIGHTERSTICK’ 
Designed with the look & feel of 
an F-16 Falcon’s jet grip, thistop-| 
rated controller features one 8-| 
way switch, three 4-way switch-} 
es, three fire buttons, a trigger, 
trim controls & rotary throttle. 
Use with the PRO THROTTLE for 
up to 40 programmable func- 
tions! 7-foot cable, and connec- 
tors for AT and PS2 Keyboard 
Ports. 

CH Products (Hardware) 
Release: NOW 

PC 


‘SIN’ As the leader of HARD- 
CORPS sec-force, armed with an 
array Of weaponry and pitted 
against mean and ugly mutants, 
you must infiltrate the drug circuit 
and bring it’s master mind to jus- 
tice. Driveable vehicles, seamless 
multi-player gameplay over LAN, 
modem, or Internet. Quake 3D 
Engine enhancements include fog 
& water effects, translucent mod- 
els, and improved physics. 
Activision (Action) 

Release: NOW 

PC CD 
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ritual 
ACTIVISION 


TITLE RELEASE 
10th Planet 08/99 
1943 Euro Air War 09/98 
3D Naval Battles 11/98 
688i Hunter Killer 06/97 
ACS Marine Fighters 08/95 
AH-64D Longbow 2 12/97 
AH64 Flash Pnt Korea 11/96 
ATF 03/96 
ATF 98 08/98 
ATF Gold 03/97 
Absolute Zero 11/95 
Aces: X-Fighters W95 10/98 
Air Cmbt Pacfic 1942 06/94 
Air Warrior 2 W95 02/97 
Air Warrior 3 12/97 
Anarchy 11/98 
Andretti Racing 12/97 
Apache Havoc 11/98 
Archimedean Dynsty 11/96 
Armored Fist 2 10/97 
Babylon 5 09/98 
Baja 1000 Racing 12/98 
Brnout Champ Dragrcng 05/98 
CART Precision Racing 11/97 
Cart Racing 11/97 
Castrol Honda Superbike 05/98 
Comanche 3 04/97 
Comanche Gold 05/98 
Confirmed Kill 09/98 
Cyberstrike 2 09/98 
Dawn of Aces 11/98 
Daytona USA Dix 11/97 
Deep Six 09/98 
Destruction Derby 2 11/96 
EF 2000 V 2 07/97 
Evil Core:Fallen Cities 11/98 
Extreme Assault 07/97 
F-15 03/98 
F-16 Agressor 10/98 
F-16 Viper 09/98 
F-22 ADF 12/97 
F-22 ADF Red SeaOps 09/98 
F-22 ADF/ Red Sea Bndl 06/98 
F-22 Lightning 2 09/96 
F-22 Raptor 12/97 
F/A 18 Korea 12/97 

Controllers 
CH EXL 500 Racing Set 09/98 
CH F16 Combatstick 11/95 
CH F16 Fighterstick 11/96 
CH F16 Flightstick 11/95 
CH Flight Stick Pro 09/93 
CH Force FX 12/96 
CH Game Card 3 Auto 02/91 
CH Gamestick 14 12/97 
CH Gamestick 3D Jystck 09/98 
CH Gamestick 4 10/97 
CH Jane's Combt Stck 07/97 
CH Joystick Switchbox 11/97 
CH PC Gamepad 10/96 
CH Pro Pedals 12/94 
CH Pro Throttle 03/96 
CH Racing Wheel 09/97 
CH Racng Whi W Pedal 10/97 
CH Virtual Pilot Pro 12/94 


Gravs PC Gm Pd Pro USB 09/98 
Gravis PC Gamepd Pro: 11/96 
Gravis Xterminatr Gm Pd 07/98 


Battlezone 03/98 
Beneath 02/99 
Blood 2 10/98 
Blood Mega Pack 08/98 
Carmageddon Max Damg 02/98 
DF Jedi Knight W/ Sith 09/98 
Daikatana 11/98 
Dark Forces JediMssn 02/98 
Dark Frees Jedi Knght 10/97 
Dark Vengeance 11/98 
Dead Reckoning 08/98 
Death Trap Dungeon 06/98 
Delta Force 02/99 
Descent 3 12/98 
Descent Freespace 06/98 
Die By the Sword 03/98 
Drakan 01/99 
Duke Nukem Forever 12/98 
Duke Nukm 3D Atomic 01/97 
Elysium 07/99 
Esoteria 11/98 
Fatal Abyss 09/98 


PRICE 
$48.99 
$45.99 
$49.99 
$39.99 
$24.99 
$38.99 
$24.99 
$15.99 
$46.99 
$12.99 
$19.99 
$49.99 
$14.99 
$24.99 
$36.99 
$41.99 
$19.99 
$39.99 
$14.99 
$25.99 
$48.99 
$45.99 
$39.99 
$39.99 
$26.99 
$39.99 
$18.99 
$45.99 
$39.99 
$42.99 
$44.99 
$42.99 
$46.99 
$19.99 
$39.99 
$39.99 
$29.99 
$38.99 
$42.99 
$45.99 
$44.99 
$15.99 
$44.99 
$18.99 
$19.99 
$36.99 


$99.99 
$59.99 
$84.99 
$34.99 
$49.99 
$95.99 
$25.99 
$59.99 
$45.99 
$26.99 
$69.99 
$24.99 
$19.99 
$79.99 
$84.99 
$49.99 
$85.99 
$75.99 
$29.99 
$26.99 
$43.99 


$39.99 
$48.99 
$39.99 
$19.99 
$39.99 
$48.99 
$39.99 
$24.99 
$42.99 
$36.99 
$44.99 
$39.99 
$48.99 
$48.99 
$29.99 
$39.99 
$39.99 
$48.99 
$19.99 
$48.99 
$46.99 
$39.99 


COMPUTER GAMES: SIMULATION 


TITLE 
F1 '98 
F1 Racing Sim 
F16 Fightng Falcon 
F22 Total Air War 
FA 18 Hornet 3 
FLY! 
Falcon 4.0 
Falcon 4.0: MiG 29 
Falcon Gold 
Fghtng Ficn Bck Bgdd 
Fighter Duel 2 
Fighter Legends 
Fighter Pilot 
Fighter Wing 
Flight Unlimited 2 
Flight Unlimited 3 
Flight Unimtd W95 
Flying Corps Gold 
Flying Nightmares 2 
Flying Tigers 
Formula 1 W95 
Front Line Fighters 
G-Nome 
Grand Prix Legends 
Grey Wolf 
Gunmetal 
Gunship 3 
Hi Octane 
Independence War 
Inertia 
Inferno 
Interceptor 
Jet Fighter Full Burn 
Jet Fighter Platinum 
Joint Strike Fighter 
Luftwaffe Commander 
M1 Tank Platoon 2 
MS Combat Flight Sim 
MS FS 98 Air Force One 
MS FS 98 Airbus 
MS FS 98 DC-3 
MS Flight Sim 98 
MW Mercenaries 
MW Mercenaries 3Dfx 
Man of War 
Manx TT 


PRICE 
$35.99 
$45.99 
$19.99 
$48.99 
$26.99 
$46.99 
$54.99 
$30.99 
$19.99 
$25.99 
$48.99 
$47.99 
$19.99 
$19.99 
$19.99 
$45.99 
$25.99 
$33.99 
$39.99 
$48.99 
$29.99 
$48.99 
$18.99 
$44.99 
$12.99 
$42.99 
$48.99 
$15.99 
$46.99 
$43.99 
$29.99 
$26.99 
$46.99 
$34.99 
$24.99 
$49.99 
$29.99 
$48.99 
$29.99 
$29.99 
$29.99 
$52.99 
$18.99 
$21.99 
$25.99 
$39.99 


RELEASE 


03/99 
04/98 
09/97 
07/98 
04/97 
12/98 
10/98 
12/98 
07/94 
07/97 
12/98 
11/98 
09/98 
12/94 
12/97 
11/98 
06/96 
02/98 
10/98 
09/98 
06/97 
08/98 
02/97 
07/98 
05/95 
08/98 
11/98 
06/95 
08/98 
04/99 
11/94 
03/99 
07/98 
11/97 
12/97 
11/98 
04/98 
08/98 
09/98 
10/98 
10/98 
09/97 
09/96 
07/97 
10/97 
11/97 


COMPUTER GAMES: HARDWARE 


Joyswitch 
MS SideWinder FF Whl 


09/94 $36.99 
09/98 $149.99 


MS SidWndr FrStl Pro Pd 09/98 $89.99 


MS Sidewinder FF Pro 
MS Sidwinder Pro Pad 
Mad Catz Panther 

Mad Catz Panther XL 
Mad Catz Pnthr LS Dig 


Mad Ctz Pma GT Stg Whl 
Quickshot Master Pilt 98 


Quickshot Mstr Pilt Val 
Quickshot MstrPit Prog 
SGRL Titan Sphere 
Saitek Cyborg 3D Jstk 
Saitek Cyborg 3D Pad 
Saitek PC Dash 

Saitek R4 Fre Fdbk WI 
Saitek R4 Racing Whl 
Saitek X-36 Cont Sys 
Saitek X-36F Joystick 
Saitek X-36T System 
Saitek X7-38 Joystick 


09/97 $148.99 
10/96 $32.99 
01/98 $43.99 
01/98 $62.99 
06/98 $69.99 
02/98 $99.99 
04/98 $37.99 
03/98 $59.99 
04/98 $25.99 
07/98 $99.99 
09/98 $52.99 
08/98 $38.99 
04/98 $49.99 
10/98 $169.99 
10/98 $92.99 
05/98 $107.99 
04/98 $69.99 
11/98 $69.99 
06/98 $95.99 


TITLE RELEASE PRIce 
Mech 2 Battlepack 03/97 $19.99 
MechWarrior 2 07/95 $19.99 
MechWarrior 3 12/98 $52.99 
MiG 29 10/98 $46.99 
Mig Alley 09/98 $39.99 
Monster Truck Madnss 2 07/98 $46.99 
Moto Racer GP 2 09/98 $44.99 
Motocross Madness 09/98 $44.99 
Motorhead 07/98 $44.99 
Msoft FS5 Bizjet Coll 09/96 $25.99 
Nascar Racing 2 12/96 $38.99 
Nascar Racing 3 12/98 $47.99 
Nascr Reng 2 Grand Natl 11/97 $29.99 
Nations Fighter Command 02/99 $35.99 
Need Speed Gold 07/96 $19.99 
Need for Speed 2 SE 11/97 $25.99 
Need for Speed 3 09/98 $44.99 
Newman Haas Racing 08/98 $39.99 
Newman-Haas Racing 2 02/99 $35.99 
Nuclear Strike 11/97 $29.99 
Panzer Commander 05/98 $34.99 
Panzer Elite 02/99 $39.99 
Phantom Ace 09/98 $48.99 
Powerboat Racing 03/98 $23.99 
Powerslide 11/98 $36.99 
Privateer 2 SE 12/97 $39.99 
Privateer 3 03/99 $52.99 
Pro Sportscar Racing 10/98 $42.99 
Recoil 08/98 $39.99 
Red Baron 2 12/97 $23.99 
Red Line Racer 08/98 $42.99 
Redline 07/98 $46.99 
Rush 2 10/98 $43.99 
SHOGO: Mobile Armr Div 11/98 $46.99 
SS Nascar Racing 2 08/98 $26.99 
SS Nscr Grnd Nat Srs 06/98 $26.99 
SS SODA Off Road Reing 07/98 $19.99 
SU-27 Flanker 2 11/98 $49.99 
SU-27 Finkr 2 Add-On 09/99 $29.99 
SU-27 Squadrn Comm Ed 10/97 $25.99 
SabrAce 10/97 $41.99 
Sail 95 04/95 $31.99 
Sand Warriors 09/97 $22.99 
Screamer 2 03/97 $12.99 
Screamer 3 09/98 $44.99 
Scrmn Demons Europe 11/98 $47.99 
Saitek X8-30 Cont Sys 04/98 $39.99 
Space Orb 360 10/96 $42.99 
Suncom F15 Raptor Jsk 07/95 $32.99 
Suncom F15 Talon Jstk 07/95 $39.99 
Suncom FX 3000 Jstk 01/96 $19.99 
Suncom SFS Throttle 04/98 $89.99 
Suncom Scepter LCD 03/98 $69.99 
TM Attack Throttle 04/98 $49.99 
TM Combat Gear Bundle 04/98 $85.99 
TM Driving Control T2 10/95 $89.99 
TM Elite Ruddr Pedals 03/98 $65.99 
TM F16 TQS 06/95 $114.99 
TM F22 Pro 10/96 $129.99 
TM Fist Fighter 10/98 $58.99 
TM Game Card 02/93 $32.99 
TM Nascar Racng Whi ~——: 111/97 $118.99 


TM Nscr Fre GT Reg Whi 10/98 $169.99 


TM Nscr Pro Dig Rcg WI 07/98 


$89.99 


TM Nscr Spr Spt Reng WI 09/98 $116.99 


COMPUTER GAMES: ACTION 


Flesh Feast 
Forsaken 
Giants 
Gruntz 

Half Life 
Heavy Gear 2 
Heavy Metal 
Heretic 2 
Hexen 2 
Hired Guns 
Incoming 
Interstate 76 Arsenal 
Interstate 82 
Jazz Jackrabbit 2 
MDK 

MIA 

Max Payne 
Men in Black 
Messiah 
Metal Fatigue 
Nam 

0.D.T. 


05/98 
05/98 
12/98 
10/98 
09/98 
02/99 
06/99 
12/98 
09/97 
11/98 
07/98 
03/98 
04/99 
08/98 
05/97 
09/98 
11/98 
11/97 
09/98 
02/99 
07/98 
10/98 


$35.99 
$29.99 
$48.99 
$34.99 
$48.99 
$48.99 
$49.99 
$49.99 
$42.99 
$39.99 
$39.99 
$38.99 
$48.99 
$35.99 
$19.99 
$19.99 
$47.99 
$19.99 
$48.99 
$35.99 
$19.99 
$39.99 


TM Nscr Sprint Reng Whi 09/98 $54.99 
Tchmedia 3D ZoneMastr 02/98 $64.99 
Thom Ent TSW 2 Wheel 06/98 $219.99 
OutWars 04/98 $44.99 
Planet Texas 09/98 $48.99 
Prax War 11/98 $44.99 
Prey 12/98 $49.99 
Profiteer 08/98 $45.99 
Quake 2 12/97 $39.99 
Quake 2 Mission Pk 1-2ea06/98 $24.99 
Redneck Rmp Rides Agn 05/98 $39.99 
Requiem 11/98 $46.99 
Resident Evil 10/97 $39.99 
Ricochet 03/99 $35.99 
Seed 10/98 $48.99 
Shadow Warrior 09/97 $19.99 
Shadowman 11/98 $49.99 
Sin 08/98 $48.99 
Sin Level Master 09/98 $24.99 
Soldier 05/99 $46.99 
Space Marine Ambush 09/98 $46.99 
Spec Ops Add On 10/98 $29.99 
SpecOps 04/98 $47.99 
SpeedTribes 10/98 $42.99 


Star Trek Klingon Academy10/98 


$48.99 


TITLE 
Sega Rally Champ 
Sierra Pro Pilot 9 
Silent Hunter 2 
Silent Hunter CE 
Skies 
Sint Hntr Ptrl 1-3 ea 
Spearhead 
Spearhead Exp Pack 
Starsiege 
Super Hornet 2000 
Super Touring Cars 


Superbike World Champ 
TOCA Touring Car Chmp 


Tank! 

Team Apache 

Test Drive 4 

Test Drive Off Rd 2 
Thunderstrike 


Tie Fighters W/ Refrnce 
Top Gun 2 Hornets Nest 


Touring Car 
Train Dispatcher 2 


Trans-Am Racing 68-72 


Trophy Bass 2 

Trophy Bass 2 Exp. Pk. 
Ultimate Racing Pro 
UltraFighters 

V-Rally 

Vangers 

W.A.P. Israeli Air Fre 
Warbirds 3D 


Wing Comm 5: Prophcy 
Wing Commander 4 W95 


Wings of Destiny 
X-Car Exprmntl Ren 
X-Com Interceptor 
X-Wing Collector's Srs 


X-Wng V Tie W Binc Pwr 


X-Wng v Tie Cmp 1 
X-Wng v Tie Fghter 
Xenocracy 

iA-10 Warthog 
iF-22 Raptor 

iF-22 v5.0 

iF/A-18 CSF 
iPanzer 44 


Modems 


BOCA 56K FM Ext 
BOCA 56K FM Int 


great 


prices 


PRICE 
$34.95 
$34.98 
$46.95 
$26.95 
$42.95 
$14.95 
$45.96 
$22.95 
$45.96 
$46.95 
$43.95 
$39.99 
$45.99 
$48.99 
$44.99 
$25.99 
$44.99 
$32.99 
$32.99 
$48.99 
$29.99 
$44.99 
$36.99 
$29.99 
$19.99 
$29.99 
$39.99 
$44.99 
$29.99 
$44.99 
$44.99 
$38.99 
$26.99 
$39.99 
$19.99 
$39.99 
$29.99 
$39.99 
$24.99 
$29.99 
$39.99 
$43.99 
$19.99 
$35.99 
$38.99 
$27.99 


RELEASE 
02/97 
12/97 
03/99 
10/97 
09/98 
03/97 
11/98 
12/98 
09/98 
07/98 
09/98 
10/98 
09/98 
04/99 
06/98 
12/97 
11/98 
04/96 
09/98 
09/98 
03/98 
03/98 
11/98 
10/96 
05/97 
03/98 
12/98 
12/98 
07/98 
09/98 
11/98 
12/97 
12/96 
04/99 
08/97 
06/98 
06/98 
09/98 
12/97 
05/97 
09/98 
09/98 
07/97 
03/98 
07/98 
04/98 


12/97 $118.99 
12/97 $109.99 


Dmd SprSne || 56K DFV | 05/98 $183.99 
Dmd SpraXprs 56e V.90 04/98 $119.99 
Dmd SupraXprs 561 V.90 04/98 $89.99 


USR 56k V.90 DF Ext 
USR 56k V.90 DF Int 


03/98 $159.99 
03/98 $139.99 


Sound Cards 
Diamond Monster M80 03/98 $89.99 
Diamond Monstee MX200 06/98 $139.99 


Sound Blaster PC1128 
Sound Blaster PC164 


08/98 $89.99 
05/98 $89.99 


Turt Beach Montgo A3DX 06/98 $89.99 
Video Cards 


A Open PA 2000 16MB 


Canopus Pre 3D 2 12MB 


Crtve 3D Bistr 2 12MB 


Dmnd Mnstr 3D || 12MB 


Matrox Mystique G200 


Orchd Rghts 3D Il 12MB 


07/98 $299.99 
06/98 $299.99 
06/98 $249.99 
06/98 $269.99 
07/98 $149.99 
05/98 $269.99 


Qntum3D Obsdian2 24MB 07/98 $575.00 


Starship Troopers 
Starsiege: Tribes 
Strike Zone 
SubSpace 

System Shock 2 
Tenchu 

Terra Victus 

Tomb Raider 2 

Tomb Raider 3 

Tomb Raider Gold 
Tomorrow Never Dies 
Trespassr Jrssic Park 
Turok Dinosr Huntr 2 
Twisted Metal 2 
Unreal 

Unreal Level Editor 
Unreal Mega Pak 
Vigilance 

War Gods W95 
Weekend Warrior 
Wrath 

X-Com Alliance 


12/98 
10/98 
11/98 
12/97 
12/98 
11/98 
08/98 
11/97 
11/98 
03/98 
12/98 
09/98 
02/99 
11/97 
06/98 
07/98 
10/98 
09/98 
07/97 
10/98 
12/98 
12/98 


$46.99 
$43.99 
$26.99 
$24.99 
$45.99 
$48.99 
$48.99 
$29.99 
$39.99 
$19.99 
$48.99 
$48.99 
$46.99 
$29.99 
$39.99 
$29.99 
$47.99 
$42.99 
$28.99 
$44.99 
$48.99 
$47.99 
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-—s COMPUTER GAMES: STRATEGY  . = 


ie, sree NN i ete eee 
TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE RELEASE PRICE 
10 Six 09/98 $42.99 Dark Reign Futre War 09/97 $39.99 Liberation Day 03/98 $35.99 SimSafari 03/98 $26.99 
AD&D Birthright 07/97 $27.99 Dark Reign MP 1 04/98 $26.99 Lords Realm 2 11/96 $19.99 SimTunes 12/96 $28.99 
Advancd Civilization 11/95 $34.99 Dark Reign MP 2 07/98 $26.99 Lords Realm2ExpPk 06/97 $28.99 Soldiers at War 05/98 $35.99 ec... ——— en pun i 
Age Empires Finl Congst 07/98 $18.99 Dawn of War 08/98 $39.99 Lords of Magic 12/97 $26.99 Star Control 3 09/96 $14.99 ‘DIAMOND MONSTER 30D Il’ This 3D add-on upgrade card works with 
Age of Empires 10/97 $41.99 Deadlock 2 03/98 $42.99 Lords of Magic SE 09/98 $39.99 Star General 12/96 $14.99 your existing 3D graphics card or 2D/3D combo card. Using the next 
Age of Empires 2 05/99 $48.99 Dominant Species 10/98 $45.99 MAX 12/96 $15.99 Star Trk StarfltComm 12/98 $48.99 generation 3Dfx Voodoo2 chipset, it simply blows away every previous 
Age of Emprs Rise Rme 11/98 $29.99 Dominion Storm 06/98 $29.99 MAX2 06/98 $44.99  StarCon 01/99 $44.99 standard of performance. Features include texturing and explosive speed 
Age of Wonders 08/98 $46.99 Duel: Mage Wars 10/98 $39.99 MTG Duels Planeswalker 02/98 $26.99 Starcraft 04/98 $36.99 at over 60 frames per second! Includes free games (8meg): Special 
Alpha Centauri 12/98 $47.99 Dune 2 11/97 $14.99 Magic Spells of Anct 10/97 $27.99 — Starcraft Expansion 08/98 $29.99 Edition Star Wars Game Pack, Heavy Gear Full Version, Tomb Raider 2 
Ancient Conquest 09/98 $39.99 Dune 2000 09/98 $39.99 Magic:the Gathering 03/97 $15.99 — Starcraft Insurrection 07/98 $26.99 Special Edition, and lots of demo games! 
Armored Moon 02/98 $39.99 Dungeon Keeper 07/97 $39.99 Majesty: Empire Darkinds 05/99 $48.99 Starcraft Retaliation 09/98 $19.99 
Army Men 05/98 $32.99 Dungeon Keeper 2 12/98 $45.99  Malkari 11/98 $44.99 — Starcraft Stlir Forces 05/98 $18.99 Diamond (Hardware) * after $50 manu- 
Axis & Allies 09/98 $39.99 Dungeon Keeper Gold 04/98 $39.99 Master of Magic 10/94 $14.99 Stars Twinpack 06/98 $27.99 Release: NOW facturer’s rebate 
Battlecruiser 3000 10/96 $8.99 DungnKpr Deepr Dngns 12/97 $19.99 Master of Orion 11/94 $19.99 Stellar Frontier 06/98 $44.99 PC (expires 10/31/98) 
Battlecruiser 3000 2 12/98 $44.99 Earth 2140 11/97 $19.99 Master of Orion 2 11/96 $24.99 Stratosphere 06/98 $46.99 
Battles of Destiny 11/92 $8.99 Emergency 08/98 $19.99 MechCommander 07/98 $39.99 Syndicate Wars 10/96 $45.99 | ‘QUANTUM 3D 
Battlezone Exp Pack 10/98 $24.99 Emperor of Fadng Suns 01/97 $18.99 MechCommandr Exp Pck 12/98 $29.99 Tartan Army 11/98 $41.99 OBSIDIAN 2’ has 2 
Black & White 04/99 $48.99 Enemy Nations 04/97 $19.99  Missn Fre:Cybrstrm 2 06/98 $36.99 Theocracy 12/98 $42.99 Voodoo2 chips & 
Blackstone Chroncles 11/98 $44.99 Entrepreneur 10/97 $38.99 Myth 11/97 $29.99 Total Annih War Chest 09/98 $47.99 24mb for realtime 3D 
Blood & Magic 11/96 $19.99 Extreme Tactics 08/98 $48.99 Myth 2 11/98 $43.99 Total Annihilation 10/97 $19.99 | play. Features S-12 
C&C 09/95 $12.99 Extreme Warfare 08/98 $48.99 Netstorm 11/97 $19.99 Total Annihilation 2 12/98 $48.99 AGP, TV Out, X-16 
C & C 2: Tiberian Sun 10/98 $48.99 Force Commander 11/98 $49.99 Outpost 2 09/97 $19.99 Total Annitn Cr Ctgcy 04/98 $19.99 and X-24 single board 
C & C Covrt Oprtions 03/96 $19.99 Fragile Allegiance 03/97 $46.99 Pax Imperia 2 11/97 $29.99 Total Mayhem 05/96 $9.99 SLI, & an amazing 
C & C Gold W95 02/97 $18.99 Freedom in Galaxy 03/99 $42.99 Perfect General 09/91 $11.99  TotlAnnhitn Bttl Tctcs 07/98 $19.99 : : 4.32MB/Sec. dedicat- 
C &C RA Aftermath 10/97 $19.99 Galilean Conflict 02/99 $35.99 Plague 09/98 $42.99 Transport Tycoon Dix 09/95 $24.99 a : ed graphics memory 
C & C RA Cnter Strke 04/97 $12.99 Gangsters 11/98 $35.99 Politika 11/97 $19.99 Tribal Rage 06/98 $34.99 4 bandwidth. Bilinear, 
C & C Red Alert 11/96 $25.99 Global Domination 09/98 $39.99 Populous 3 10/98 $45.99 Uprising 10/97 $19.99 trilinear texture filter- 
Caesar 2 09/95 $19.99  Golgotha 10/98 $48.99 Railroad Tycoon 10/95 $19.99 Uprising 2 11/98 $46.99 Quantum 3D (Hardware) ing with per-pixel LOD 
Caesar 3 12/98 $48.99 Heroes M&M 09/95 $19.99 Railroad Tycoon 2 12/98 $48.99 WHammer Shad Hrn Rat 01/96 $19.99 Release: NOW SVE Mii MIP mapping. 
Capitalism Plus 05/97 $29.99 Heroes M&M 2 11/96 $25.99 Rainbow Six 08/98 $44.99 Wages of War W95 11/96 $19.99 x 
Cave Wars 11/96 $22.99 Heroes M&M 2 Exp Pk 05/97 $19.99 Reach for Stars 2 04/99 $48.99 War of the Worlds 10/98 $36.99 
Civ 2 Fantasy Worlds 11/97 $24.99 Heroes M&M W95 02/96 $19.99 Rebel Moon Revolution 11/98 $36.99 Warcraft 2 12/95 $25.99 ‘MYTH Il: SOULBLIGHTER’ is the 
Civ 2 Multiplayer Gold Ed 08/98 $46.99 Heroes of M&M 3 11/98 $44.99 Rebellion W/ Strat Gde 09/98 $46.99 Warcraft 2 Platinum 09/98 $39.99 sequel to the hugely popular 
Civ 2 Test of Time 04/99 $48.99 Hidden Wars 07/98 $48.99 Revolution 09/98 $44.99 Wargames 07/98 $39.99 Myth: The Fallen Lords, & features 
Civilization 12/95 $19.99 History of World 05/97 $34.99 Risk 11/96 $19.99 Warhmmr 40k Chs Gate 11/98 $45.99 an improved engine with animated 
Civilization 2 03/96 $19.99 Hollywood Mogul 12/97 $39.99 RoboRumble 10/98 $46.99 Warlords 2 Dix 09/95 $39.99 3-D models, 4x finer terrain mesh, 
Civilization 2 Scen 11/96 $23.99 Homeworld 08/98 $48.99 Ruthless.com 11/98 $47.99 Warlords 3 08/97 $14.99 & new lighting model. New spe- 
Civilization Test Tme 12/98 $48.99 Imperialism 08/97 $29.99 SWAT 2 07/98 $42.99 Warlords 3 Add-On 08/98 $34.99 cial effects include 3-D fire, ambi- 
Civilztn Call to Powr 02/99 $48.99 Imperialism 2 11/98 $44.99 Sentient 05/97 $39.99 Warlords 4 06/99 $48.99 ent life, & powerful new spells. 
Colonization 11/94 $19.99 Imperium Galactica 06/97 $32.99 Sentinel Returns 08/98 $26.99 Warwind 2 11/97 $34.99 Also includes improved pathfind- 
Command HQ 02/91 $17.99 Incubation 10/97 $38.99 Settlers 2 Gold 04/97 $19.99 Warwind W95 10/96 $15.99 ing, Al, & new units & terrain. 
Commandos 08/98 $34.99  Incubation:Wilderness 05/98 $19.99 Settlers 3 10/98 $43.99 Warzone 2100 01/99 $35.99 More net fun with individual & 
Conflict of Nations 11/98 $46.99 Industry Giant 04/98 $36.99 Seven Kingdms Anc Adv 06/98 $34.99 Wooden Ship lronMn 10/96 $29.99 jteam rankings and in-game 
Cong New World Dix = 11/96 $15.99 Jaggd Allnc Ddly Game 09/96 $14.99 Seven Kingdoms 12/97 $35.99  Worldcraft 2 06/98 $26.99 alliances. Bungie isaiey 
Conquer 06/93 $9.99 Jagged Alliance 03/95 $12.99 Seven Kingdoms 2 11/98 $39.99 Worms 2 01/98 $24.99 Release: 11/9 
Conquered Kingdoms 11/92 $18.99 —_ Jagged Alliance 2 09/98 $44.99 Shadow Company 04/99 $42.99  X-Com Apocalypse 08/97 $26.99 $43.99 PC CD 
Conquest Earth 09/97 $12.99 Jutland 05/93 $19.99 Shadowpact 02/99 $43.99  X-Com Terr frm Deep 03/95 $16.99 
Creatures 06/97 $25.99 KKND 2 09/98 $34.99 Siege 05/99 $35.99 X-Com UFO Defense 06/94 $18.99 ‘COMMANDOS: BEHIND ENEMY 
Creatures 2 08/98 $35.99 LEDWars 10/98 $41.99 SimCity 2000SpecEd 04/97 $18.99 X-Fire 10/98 $45.99 LINES’ This real-time combat 
Dark Omen 03/98 $39.99 Legend of the Five Rings 12/99 $42.99 SimCity 3000 09/98 $54.99  Yoot's Tower 10/98 $39.99 game stresses strategy & tactics 
COMPUTER GAMES: ROLE PLAYING mB over firepower. Advanced Al con- 
: a trols over 40 enemy vehicles & 
AD&D Collector's Ed. 07/98 $15.99 Diablo Hellfire 12/97 $17.99 LandsLoreGrdnsDst 10/97 $28.99 — Star Trk Final Unity 07/95 $12.99 troops. Features 24 missions in 
Anachronox 05/99 $48.99 Elder Scrolls 2 09/96 $39.99 Lands of Lore 3 11/98 $44.99 Starship Diplomacy 05/99 $48.99 N.Africa & Europe, 6 commandos 
Arena Deluxe 10/95 $47.99  Eldr Scrils Mrrowind 03/99 $54.99 Might & Magic 6 04/98 $39.99 Swords & Sorcery 09/98 $48.99 with unique abilities, 25 accurate- 
Baldur's Gate 09/98 $46.99 EverQuest 11/98 $44.99 Might & Magic 6 LE 05/98 $54.99 Swords of Heroes 10/98 $46.99 ly modeled weapons, 6 active 
Battlespire 12/97 $32.99 FR Descent Undermtn 01/98 $29.99 Mordor 2 12/98 $42.99 Thief: The Dark Prict 10/98 $29.99 cameras, & shadow & light 
Betrayal in Antara 07/97 $34.99 Fallout 10/97 $29.99 Mortalus 08/98 $44.99 Third World 05/99 $48.99 effects. Multiplayer on LAN, 
Blade 11/98 $45.99 Fallout 2 11/98 $48.99 Nox 12/98 $47.99 Ultima 9 Ascension 12/98 $52.99 Internet, & Mplayer. 
Buccaneer 10/97 $29.99 Final Fantasy VII 06/98 $39.99 Rage of Mages 10/98 $44.99 Ultima Online 09/97 $49.99 Eidos (Strategy) 
Celtica 09/98 $44.99 Good & Evil 06/99 $48.99 Revenant 10/98 $29.99 Ultima Online Gold 09/98 $52.99 Release: NOW 
Diablo 01/97 $29.99  Gothica 09/98 $48.99 Septerra Core 08/98 $48.99 Vampire: The Masquerade 11/99 $48.99 $34.99 PC CD 
Diablo 2 03/99 $48.99 Hexplore 09/98 $39.99 Star Trail 11/94 $29.99 Wizardry 8 11/98 $49.99 
ROLE PLAYING GAMES “FINAL FANTASY Vil’ An innova- 
tive role-playing game featuring 
AD&D 2nd Edition Rules AD&D Birthright AD&D Forgotten Realms AlternityPlayer's Handbook04/98 $24.99 seamless 3D gameplay and ani- 
DM Guide 02/95 $23.99  Ariya Domain 01/96 $6.99 City of Splendors 04/95 $20.99 Ars Magica 4th Ed 08/95 $25.99 mation. Rather than learning 
Monstrous Manual 02/95 $29.99  Binsada Domain SB 03/96 $6.99 Cormanthyr: Empr of Elves03/98 $23.99 Call of Cthulhu5th Ed. 07/98 $24.99 spells, characters find & buy 
Players Handbook 02/95 $28.99 Blood Enemies 09/95 $14.99  Elminster Ecology 2 01/96 $13.99 Conspiracy X 09/96 $22.99 gems which are mounted on 
Spells & Magic 06/96 $19.99 Book of Priestcraft 11/97 $17.99 Forgotten Realms Cmpgn 07/95 $24.99 Cyberpunk 2020 05/95 $17.99 f= weapons or armor, giving spell- 
Cities of Sun 12/95 $14.99 Marco Volo Journey 09/95 $6.99 Deadlands Rulebook 10/97 $27.99 my) like power. Hundreds of pre-ren- 
AD&D Accessories Havens Great Bay 11/96 $16.99 Undermtn Trilogy 3 01/97 $7.99 Dragonlance 5th Age 09/96 $20.99 ” dered, computer-generated back- 
Arms & Equipment Guide 05/95 $18.99 Legends HeroKings 11/96 $16.99 Villains’ Lorebook 08/97 $21.99 Earthdawn 06/95 $17.99 grounds and real-time battles, 
Castle Sites 01/96 $10.99 RoesoneDomaineSB 07/95 $5.99 Warrior & Priest of Realm 03/96 $16.99 Fading Suns 02/97 $21.99 map screens, and complex 
Complete Elves 12/95 $16.99 Sword & Crown 09/95 $8.99 GURPS Rulebook 02/95 $22.99 engrossing storyline. 
Complete Priest 06/95 $16.99 Taline Domain SB 01/96 $5.99 AD&D Planescape Heavy Gear 08/95 $25.99 Eidos (Roleplaying) 
Deck Magical Items 10/95 $16.99 Tribes of Heartless Wsts 01/98 $16.99 Campaign Setting 02/95 $28.99 Hercules & Xena 04/98 $25.99 $39 99 Release: NOW 
Dungeon Builders Guide 06/98 $17.99 Warlock Stonecrowns 01/96 $8.99 Faces of Evil 08/97 $15.99 Jovian Chronicles 04/98 $24.99 - PC CD 
Encyclopedia Magica 1-4ea04/95 $21.99 Factol's Manifesto 09/95 $16.99 MERP 2 Softcover 10/95 $19.99 
Monst Comp Anni 30r4 11/96 $16.99 AD&D Dark Sun Hellbound 09/96 $20.99 Mage 2nd Ed. 02/95 $28.99 ‘BLOOD II: THE CHOSEN’ In a 
Wizard Spell Comp 3 04/98 $24.99  Citystate of Tyr 02/95 $9.99 Planes of Conflict 03/96 $24.99 Mechwarrior 07/95 $13.99 time of turmoil & decay, a dark 
Defilers & Preservers 07/96 $13.99 Planewalker's Handbook 09/96 $19.99 Pendragon 4th Ed. 05/95 $19.99 Organization casts its shadow 
AD&D Al-Qadim DragonKings 02/95 $16.99 Tales from Infinite Staircase06/98 $16.99 Providence Rulebook 12/97 $24.99 over the world. As their cause 
Caravans 10/95 $15.99 Marauders Nibenay 02/96 $12.99 Uncaged: Faces of Sigil 08/96 $16.99 Rifts 06/95 $21.99 begins to reach fruition, an even 
City of Delights 09/95 $16.99 Mind Lords Last Sea 09/96 $16.99 Robotech 04/95 $11.99 greater evil pushes its being at the 
Corsairs of Great Sea 09/95 $14.99  Psionic Artifacts 09/96 $16.99 AD&D Ravenloft Shadowrun 2nd Ed. 12/94 $20.99 bindings of reality. But across a 
Golden Voyages 02/96 $14.99 Castle Forlorn 09/95 $16.99 Skyrealms Jorune 3rd Ed. 09/95 $16.99 century of pain, through an army 
Land of Fate 02/96 $16.99 AD&D Monstrous Comp Childrn of Nght Ghosts 11/97 $14.99 StarWars Revised 01/97 $27.99 ™™ built on hate & fear, & over the 
A Darkness Gathering 05/98 $8.99 Dark Lords 04/95 $9.99 Traveller 09/96 $24.99 ‘~ bodies of those he loved, Death 
AD&D Lankhmar Dawn of Overmind 09/98 $10.99 Death Unchained 09/96 $10.99 _ Trinity 03/98 $28.99 ™ has never died. Caleb returns, and 
City of Lankhmar 02/95 $17.99 Greyhawk Creatures 07/95 $8.99 Forgotten Terror 09/97 $11.99 Vampire 2nd Ed. 02/95 $25.99 4 this time he’s not alone. 
Cutthroats of Lankhmar 09/95 $18.99 MystaraMonstComp 04/95 $14.99 Island of Terror 02/96 $9.99 Warhammer Fantasy 06/95 $24.99 GT Interactive(Roleplaying) 
Slayers of Lankhmar 08/96 $11.99 Planescape Mon Comp 2 09/96 $14.99 Shadow Rift 06/98 $21.99 Werewolf 02/95 $24.99 $39 99 Release: 10/98 
Tales of Lankhmar 06/98 $10.99 Ravenloft Comp 1&2 06/96 $16.99 Vecna Reborn 08/98 $11.99 Wraith 02/95 $24.99 y PC CD 
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‘COMMAND & CONQUER 
2: TIBERIAN SUN’ Real- 
time strategy at its best 
with an all new engine, 
improved controls, 
dynamic 3D terrain, real- 
istic physics, & a fully 
reactive environment. 
Multiple levels of warfare 
allow players to get up 
close or fight from afar. 
Features interactive and 
kinetic battlefield with 3D 
terrain, a dynamic 
ecosystem, ion storms, 
_ treacherous ice fields and 
_ many more surprises. 
Play solo against up to 7 
A.l.'s in skirmish mode or 
take on your computer in 
full Campaign Mode. 
Connect with up to 8of 
your friends over IPX or 
LAN, or go head-to-head 
over null or serial modem. 


AND | 


com 


» COM WwvEeER 


Virgin (Strategy) 
Release: 10/98 
PC CD 


a 


‘ALPHA CENTAURI’ From the 
developer of Civilization & 
|Gettysburg. A mother ship's 
human cargo fleeing earth in the 
22nd century splits into 7 factions 
in route to the self-titled destina- 
tion. Colonists can terraform land, 
Changing topography to suit 
needs. Determine your infant civi- 
lizations modus operendi. Design 
| your own military units. 


Electronic Arts (Strategy) 
Release: 12/98 
PC CD 


[TOTAL ANNIHILATION: KING- 
DOMS’ This fantasy real-time 
strategy game engages you in the 
struggle of good against evil and 
magic against technology. New 
story line, 3-D articulated units, 
missions, multiplayer maps & 
worlds. Four selectable sides to 
choose from, each with its own 
unique magical & technological 
abilities. 


GT Interactive (Strategy) 
Release: 12/98 


PC CD 
‘MADDEN NFL 99’ Stunning 
graphics, dead-on gameplay, | 


more animations, involved coach- 
ing, campaign mode w/draft & 
trading, and the ability to get fired 
for poor coaching. Offenses and 
defenses adjust on the fly. Create 
players & teams, leagues, rosters, 
playbooks, & schedules. Four- 
button Digital and Analog joystick 
support and head-to-head com- 
petition over modem or network . 
EA (Sports) 

Release: 9/98 

PC CD 


‘LINKS LS 1999’ Features Arnold 
Palmer & others at St Andrews 
Links Old Course, a new tourna- 
ment environment, 3D objects, 
internet voice chat, and over 25 
new play modes. New options for} 
internet play include spectator (& = 
|mode and real-time voice chat. 
The more than 25 available add- 
on courses will still be compatible 
with Links LS 1999. Includes a | 
new mouse swing “powerstroke”. 
Access (Sports) 

Release: 9/98 

PC CD 


‘DAIKATANA’ Slash your way 
through time with the aid of your | 
trusty sword. Chase down the evil 
Dr. Benedict through 4 different 
eras. Advance in multiple skill lev- 
els such as Attack Power, Attack 
Speed, Running Speed, Maximum 
Health and more. Incredible 
graphics and challenging Al. 


Eidos (Action) 
Release: 11/98 
PC CD 
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COMPUTER GAMES: ADVENTURE 


RELEASE PRICE 


07/98 
03/94 
11/97 
08/98 
11/96 
12/98 
12/96 
04/98 
01/99 
10/98 
03/98 
08/96 
08/98 
11/96 
02/95 
05/99 
07/96 
09/98 
07/98 
10/96 
09/98 
03/99 
05/97 
02/99 
12/98 
01/98 
10/95 
08/98 
12/96 
07/95 
11/96 
05/98 


08/97 
06/97 
04/97 
04/97 
06/98 
05/98 
10/97 
09/98 
11/98 
09/98 
09/98 
09/98 
09/98 
09/97 
09/98 
09/98 
10/98 
11/98 
07/98 


05/98 
09/98 
06/98 
06/98 
09/98 
08/97 
09/98 
09/98 
01/98 
08/98 


01/98 
08/98 
08/98 
03/96 
09/98 
08/98 
06/98 
06/98 
12/96 
11/98 


05/94 
07/96 
04/96 
08/96 
06/96 
02/96 
05/95 
02/96 
01/97 
02/94 
07/98 
01/96 
09/95 
10/96 


TITLE RELEASE PRICE TITLE RELEASE PRICE TITLE 
20,000 Leagues 09/99 $48.99 Dark Side of Moon 12/98 $48.99 Mulan 
7th Guest 2 11th Hour 11/95 $14.99 Dead Unity 10/98 $45.99 Myst 
7th Guest W95 10/97 $19.99 Demon Isle 01/99 $48.99 Myst 2: Riven 
Abe's Exodus 11/98 $39.99 Destiny 10/96 $16.99 Myst 2: Riven DVD 
Abyss: Incidnt Europa 08/98 $43.99 Dig 11/95 $19.99 Neverhood 
Adrenix Crisis 07/98 $44.99 Enemy Infestation 08/98 $39.99 Nocturne 
Albion 08/96 $19.99 Enemy Zero 10/98 $42.99 Obsidian W95 
Alien Earth 06/98 $42.99 Entombed 01/95 $15.99 Of Light & Darkness 
Alien Intelligence 09/98 $45.99  Extracters 04/95 $19.99 Omikron 
Alone in Dark Trilogy 04/97 $25.99 Fable 03/97 $19.99 Outcast 
Alone in the Dark 3 04/95 $18.99 Full Throttle 05/95 $19.99 Overseer 
Amber:Journeys Beyond 02/97 $29.99 Gabriel Knight 2 12/95 $29.99 Pandora Directive 
Armed and Delirious 11/97 $19.99 Gabriel Knight 3 09/98 $48.99 Patriot Games 
Atlantis 09/97 $32.99 Galapagos 10/97 $19.99 Phantasmagoria 2 
Badlands 10/98 $48.99 Grim Fandango 09/98 $39.99 Pirates! Gold 
Beavis & Butthead 11/98 $25.99 Gruesome Castle 10/98 $48.99 Prince of Persia 3D 
Beyond Time 09/98 $44.99 Heart of Darkness 07/98 $42.99 Qin:Tomb Middle Kingdm 
Black Dahlia 02/98 $29.99 D4: Independence Day 03/97 $38.99 Queen: The Eye 
Blade Runner 11/97 $39.99 Indy Jones Infrni Mchne 02/99 $48.99 Quest for Glory 5 
Broken Sword 10/97 $42.99 Jack Orlando 01/99 $43.99 Rama 
Byzantine 10/97 $16.99 Journeyman Project 3 02/98 $29.99 Red Jack 
Cals Ctime Saloon 04/97 $19.99 Journeyman Project 2 07/95 $14.99 Redguard 
Chronomaster 02/96 $19.99 Journeyman Projct 3 DVD 08/98 $39.99 Reloaded 
Circle of Blood 11/96 $12.99 KQ7:Princeless Bride 11/94 $19.99 Respect, Inc 
Clandestiny W95 10/96 $29.99 KQ8:Mask of Eternity 12/98 $48.99 Return to Krondor 
Companions of Xanth 05/94 $12.99 Last Express 04/97 $17.99 Riana Rouge 
Crime Killer 10/98 $39.99 Leisure Suit Larry 7 11/96 $48.99 Riddle Master Lu 
Curse of Monkey Isle 11/97 $35.99 Lighthouse 09/96 $29.99 Robot Club 
Cyberia 2 09/97 $12.99 Lion 12/95 $19.99 SPQR 
Cyberia 12/94 $19.99 Lost Vikings 2 05/97 $19.99 SQ6 Spinal Frontier 
Dark Earth 10/97 $17.99  Microshaft Winblows 98 01/98 $18.99 Sacred Mirror of Kofun 
Dark Half 11/98 $44.99 Morpheus 09/98 $44.99 Sanitarium 

COMPUTER GAMES: SPORTS 
3D Hunting Whitetail 08/98 $18.99 FOX Sports Soccer99 06/98 $39.99 Links LS Cng Ctry Clb 
3D Ultra Mini Golf 04/97 $29.99 FPS Baseball 98 06/97 $28.99 Links LS Davis Love 
3D Ultra Mini Golf Dix 07/98 $39.99 FPS Football 98 11/97 $29.99 Links LS OakInd Hils 
AMF Pro Bow! 3D 03/98 $19.99 FPS Football 99 11/98 $42.99 Links LS Valhalla 
Baseball Mogul 99 08/98 $28.99 FPS Skiing 01/98 $47.99 MS Baseball 3D 
Bass Masters Clssc TE 10/98 $42.99 FPS Skiing 99 10/98 $39.99 MS Golf 98 
Big Game Hunter 03/98 $19.99 FPS Trophy Bass Rvrs 11/97 $36.99 Madden FB 98 
Big Game Hunter Add-On 07/98 $15.99 Game, Net & Match 07/98 $38.99 Madden NFL 99 
Bird Hunter 09/98 $17.99 Golden Tee Golf 98 08/98 $39.99 NBA Live 99 
Browning's Duck Hunter 05/98 $15.99  Golf:Elite Collection 03/98 $19.99 NCAA Football 99 
Crosmn Extrm Paint Brwl 07/98 $16.99 Gone Fishin’ 01/95 $18.99 NFL Blitz 
Deep Sea Trophy Fishng 07/98 $19.99 Grant Hill Fant Bskbl 03/98 $19.99 NFL Gameday 99 
Deer Hunter 02/98 $18.99 Hardball 6 04/98 $44.99 NFL QB Club 99 
Deer Hunter Companion 06/98 $11.99 High Heat Baseball 04/98 $22.99 NHL Hockey 98 
Deer Hunter ExtSeasn 05/98 $12.99 Knockout Kings 09/98 $44.99 NHL Hockey 99 
Duck Hunter Pro 08/98 $17.99 Legends of FB 98 08/97 $38.99 NHL Powerplay 99 
Expert Pool 02/99 $35.99 Links Extreme 10/98 $39.99 PBA Bowling 2 
FIFA Road Wrld Cup 98 12/97 $19.99 Links LS 98 07/97 $19.99 Pro 18 World Tour Golf 
FOX Sports Golf 99 06/98 $39.99 Links LS 99 09/98 $48.99 Redneck Deer Huntin’ 
COMPUTER GAMES: HINT BOOKS 
Action Adventure Simulation 
Daikatana 08/98 $13.99 Blade Runner 01/98 $14.99 F-15 
Dark Forces 2 12/97 $16.99 Curse of Monkey Isle 01/98 $15.99 Falcon 4.0 
Death Trap Dungeon 05/98 $9.99 Dark Side of the Moon 11/98 $17.99 Flying Nightmares 2 
Duke Nukem Internet 11/96 $15.99 Gabriel Knight 3 09/98 $17.99 Grand Prix Legends 
Duke Nukm 3D Atomic 04/97 $16.99 King's Quest 8 08/98 $16.99 Mechwarrior 3 
Half Life 06/98 $16.99 Myst 2: Riven 12/97 $14.99 Nascar 2 
Heavy Gear 01/98 $14.99 Prince of Persia 3D 11/98 $16.99 Privateer 3 
Hexen 2 10/97 $13.99 Quest for Glory 5 06/98 $16.99  Starsiege 
Interstate '76 07/97 $15.99 Rainbow Six 09/98 $17.99 Wing Commander 5 
Jazz Jackrabbit 2 08/98 $12.99 X-Files Adventure Game 06/98 $16.99 X-Wing Collectors Srs 
Lara's Book 05/98 $16.99 Role-Playing Strategy 
Postal 05/98 $17.99 Betrayal in Antara 07/97 $15.99 Age of Empires 
Prey 07/98 $16.99 Diablo 02/97 $15.99 Alpha Centauri 
Quake 2 01/98 $14.99 — Elder Scrolls 2 10/96 $11.99 Caesar 3 
Quake 2 Comp Surv Gde 03/98 $10.99 Might & Magic 6 05/98 $16.99 Civilization 2 
Quake Game Strategy 10/96 $9.99 Revenant 09/98 $16.99 Commandos 
Quake Secrets 09/96 $10.99 Thief Dark Project 10/98 $16.99 Dominion 
Sin 05/98 $13.99 Ultima 8 11/94 $9.99 Dominion Storm 
Tomb Raider Anthology 04/98 $15.99 Ultima 9:Ascension 12/98 $16.99 Dune 2000 
Unreal 06/98 $15.99 Ultima Collection 02/98 $16.99 Heroes M&M 2 
Unreal Cnstrction Kit 06/98 $15.99 Ultima Online 10/97 $16.99 Heroes M&M 3 
COMPUTER GAMES: ADULT 

2069 Oriental Sex Odys 11/96 $49.99 Deep Thrt Gris 4Pk 06/96 $49.99 Neurodancer 
Ace In the Hole 10/97 $39.99 Devil in Miss Jones 12/93 $19.99 Nightwatch Int 3 
Aladdin & City of Sin 04/98 $32.99 Dirty Debutantes 1or2 06/94 $29.99 Platinum Six Pack 
Asian Paradise " 02/96 $29.99 Diva X: Kanako 03/98 $34.99 Private Investigator 
Asian Pearls 12/95 $29.99 Domin-A-Trix 2 09/96 $23.99 Romsoft Six Pk 2 
Asian Silk 10/96 $16.99 Dream Machine 2 10/96 $49.99 Romsoft Three Pack 
Asians in Wonderland 12/96 $39.99 Duke Screw'em 12/96 $49.99 Room for Rent 
Beverly HI Call Gris 07/96 $12.99 Fantascenes 4 07/98 $39.99 Ropes & Chains 
Busty Babes 4 11/95 $36.99 Femme Fatale 09/95 $29.99 Samurai Pervert 2 
Cabin Fever 07/97 $34.99 Fuzz Buzzers 09/96 $29.99 Scissors N' Stones 
Car Wash Angels 09/97 $36.99 Girlfriend Donna 12/96 $39.99 Sex With Farrah 
Celebrity Nudes 01/95 $19.99 Glamor Girls1-3 ea 02/96 $18.99 Seymore Six Pack 
Crystal Fantasy 09/95 $39.99 Hollywood Body Double 09/95 $29.99 Space Sirens 2 
Cyber Photographer 08/96 $29.99 Just Jenna 07/98 $29.99 Strip Fighter 
CyberStrip Black Jack 05/95 $36.99 Net Erotique 02/96 $35.99 Strip Poker Pro 2 


12/95 


$32.99 
$19.99 
$35.99 
$39.99 
$22.99 
$46.99 
$29.99 
$44.99 
$39.99 
$44.99 
$29.99 
$29.99 
$48.99 
$52.99 
$19.99 
$48.99 
$19.99 
$36.99 
$48.99 
$19.99 
$44.99 
$52.99 
$24.99 
$44.99 
$45.99 
$24.99 
$14.99 
$43.99 
$19.99 
$19.99 
$19.99 
$39.99 


$17.99 
$17.99 
$17.99 
$17.99 
$44.99 
$48.99 
$19.99 
$44.99 
$44.99 
$44.99 
$39.99 
$42.99 
$44.99 
$19.99 
$44.99 
$44.99 
$35.99 
$39.99 
$19.99 


$15.99 
$16.99 
$14.99 
$16.99 
$16.99 
$16.99 
$17.99 
$16.99 
$16.99 
$15.99 


$14.99 
$16.99 
$16.99 
$15.99 
$18.99 
$19.99 
$15.99 
$17.99 
$12.99 
$16.99 


$29.99 
$29.99 
$44.99 
$42.99 
$29.99 
$19.99 
$19.99 
$19.99 
$49.99 
$19.99 
$42.99 
$39.99 
$34.99 
$39.99 
$39.99 


TITLE 
Secret of Monkey Isle 
Siege of Stormhaven 
Silverload 


Small Soldiers Sqd Cmdr 


Soul Trap 

SoulBringer 

Space Bar 

Space Circus 

Spycraft 

Star Trek Birth Fed 
Star Trek Kling Hnr Grd 
Star Trek SFA DVD 

Star Trek SFA Mssn 
Star Trk Judge Rites 
Star Trk Str Fit Acad 
Starship Titanic 
Starship Titanic DVD 
Str Trk Sert Vicn Fry 
Temujin 

Time Lapse Ancient Civ 
Titanic Jrny Out Time 
Tme Wrp Dr Brain W95 
Tone Rebellion 

Tonic Trouble 
Twinsen's Odyssey 
Under Killing Moon 
Versaille 

Wheel of Time 

X-Files Adventure Game 
Zork: Grand Ingstr DVD 
Zork: Grnd Inquisitor 
Zork:Nemesis 


Rocky Mtn Trophy Hntr 
SS Baseball Pro 98 
SS Basketball Pro 99 
SS Football 98 

SS Golf Pro 99 

SS Pro Football 99 
SS Ski Racing 

SS Trophy Bass 2 Dix 
Supremo 98 

Tiger 99 

Tiger 99 TPC Courses 


Tiger 99 Tournament Crs 


Triple Play 99 

Trophy Buck 

VR Baseball 2000 
Virtual Pool 2 DVD 
Virtual Poo! 2 W/Mse 
World Cup 98 

Zebco Pro Fishing 3D 


Homeworld 

Lords of Magic 
Master of Orion 2 
Mechcommander 
Myth 

Pax Imperia 2 
Populous 3 

Rebellion 

SWAT 2 

SimCity 2000 Strat Gd 
SimCity 3000 

StarCon 
StarReach/Mstr Orion 
Starcraft 

Total Annihilation 
Warcraft 2 

Wargames 

Warlords 2 Dix Off Gd 
Warlords 3 

X-COM: Apocalypse 
X-Com Terror frm Deep 
X-Com UFO Defense 


Superstrs Japan Porn 3 
Tabloid Beauties 
Tokyo Nymphs 

Ultra Vixen 

VCA 6-Pack 
Vampire's Kiss 
Virgins Vol 3 

Virt Las Vegas Nite 2 
Virtual Sex Shoot 
Virtual Valerie 2 
Virtual Veronica 
Virtual Victor 

Virtual Vixens 
Virtually Yours 2 
Wheel of Fantasy 


great 


prices 


RELEASE PRICE 
09/92 $19.99 
10/98 $48.99 
07/96 $28.99 
06/98 $28.99 
02/97 $29.99 
11/98 $47.99 
07/97 $22.99 
12/98 $44.99 
03/96 $19.99 
10/98 $52.99 
09/98 $47.99 
07/98 $44.99 
04/98 $19.99 
12/93 $12.99 
09/97 $38.99 
04/98 $47.99 
10/98 $48.99 
08/98 $48.99 
10/97 $19.99 
10/96 $29.99 
11/96 $24.99 
11/96 $33.99 
11/97 $24.99 
11/98 $38.99 
07/97 $29.99 
11/94 $12.99 
06/97 $39.99 
12/98 $46.99 
06/98 $46.99 
12/98 $47.99 
10/97 $39.99 
04/96 $28.99 


05/98 $18.99 
06/98 $19.99 
11/98 $46.99 
06/98 $19.99 
09/98 $39.99 
10/98 $46.99 
07/98 $19.99 
07/98 $26.99 
08/98 $39.99 
08/98 $44.99 
08/98 $18.99 
08/98 $18.99 
03/98 $44.99 
11/98 $39.99 
04/99 $44.99 
05/98 $45.99 
05/98 $44.99 
05/98 $44.99 
07/98 $19.99 


08/98 $16.99 
01/98 $15.99 
11/96 $14.99 
06/98 $14.99 
01/98 $16.99 
05/98 $14.99 
10/98 $16.99 
04/98 $15.99 
06/98 $16.99 
04/94 $14.99 
09/98 $16.99 
09/98 $17.99 
02/95 $12.99 
05/98 $12.99 
03/98 $17.99 
03/96 $14.99 
08/98 $19.99 
12/95 $15.99 
09/97 $14.99 
09/97 $14.99 
07/95 $4.99 
12/94 $15.99 


09/97 $28.99 
12/94 $29.99 
04/96 $12.99 
05/97 $46.99 
09/96 $39.99 
10/94 $34.99 
10/95 $24.99 
09/96 $29.99 
10/95 $39.99 
08/95 $32.99 
05/97 $48.99 
10/96 $49.99 
05/94 $24.99 
05/95 $38.99 
08/95 $19.99 


©1998 CHIPS & BITS, INC. 


New 
Releases 


TITLE RELEASE PRICE 
101st Airborne Normandy 08/98 $39.99 
Achtung Spitfire 09/97 $39.99 
Afrika Korps 04/99 $42.99 
Age of Sail 11/96 $29.99 
Aide de Camp 07/94 $44.99 
Aide de Camp 2 01/98 $44.99 
Allied General 12/95 $19.99 
American Civil War 06/96 $27.99 
Banzai 04/91 $9.99 
Battle of Britain 1940 11/98 $44.99 
Battle of Bulge 03/99 $42.99 
Battlegrnd Antietam 11/96 $18.99 
Battlegrnd Bulge 10/96 $19.99 
Battlegrnd Bull Run 05/97 $19.99 
Battlegrnd Chickamagua 09/98 $43.99 
Battlegrnd Gettysbrg 12/95 $18.99 
Battlegrnd Mid East 09/98 $42.99 
Battlegrnd Shiloh 07/96 $18.99 
Battlegrnd Waterloo 05/96 $18.99 
Blitzkrieg 05/99 $39.99 
Broken Alliance 12/96 $23.99 
Charge Light Brigade 02/91 $15.99 
CincPac Midway 10/94 $15.99 
Civil War Generals 11/97 $46.99 
1830 RR&RbbrBrons 12/94 $23.99 
1944 Second Front 12/94 $29.99 
3rd Fleet 12/94 $27.99 
4 Battles Anc. World 01/95 $21.99 
Across 5 Aprils 12/94 $23.99 
Advanced Civilization 12/94 $25.99 
Advanced Squad Leader 12/94 $37.99 
Advanced Third Reich 12/94 $38.99 
Africa 1880 04/98 $52.99 
Age of Renaissance 12/96 $42.99 
Alamo 12/95 $16.99 
Ancient Empires 01/95 $29.99 
Antietam Campaign 08/96 $25.99 
Australian Rails 01/95 $20.99 
Axis & Allies 11/94 $42.99 
Battle of Alma 05/96 $27.99 
Battles Forgotten War 04/97 $41.99 
Battletech 4th Ed. 12/94 $21.99 
Bells of War 05/98 $42.99 
Bitter Woods 08/98 $24.99 


| PLAYSTATION | 


Alien Resurrection 08/98 $44.99 
Apocalypse 11/98 $44.99 
Armored Core Proj Phan 10/98 $42.99 
Brigandine 11/98 $44.99 
C&C Red Alert Retal 08/98 $46.99 
C:Contra Adventure 08/98 $44.99 
Castle of Deception 09/98 $43.99 
Clock Tower 2 09/98 $42.99 
Duke Nukem Time Kill 09/98 $41.99 
Final Fantasy 8 08/99 $54.99 
Kartia 07/98 $44.99 
LAPD 2100 09/98 $39.99 
Legacy Kain Soul Reavr 10/98 $46.99 
Lunar Silver Star Story 09/98 $43.99 


Order 


Online 


COMPUTER GAMES: WAR 


TITLE 


Close Combat 

Close Combat 2 
Close Combat 3 
Combat Mission 
Custers Last Command 
D-Day Amer Invades 
Defend the Alamo 
Dragons in the Mist 
East Front 

East Front Camp 
Fifth Fleet 

Final Liberation 

Fleet Med 

Flight Cmmd 2 MB 
Flight Commander 2 
Great Battles Caesar 
Great Battls Alexndr 
Great Bttles Hannibal 
Guadalcanal 
Harpoon 2 

Harpoon 4 

Harpoon 97 
Harpoon Classic 
Line in the Sand 


Bobby Lee Amer CW 
Breakout:Normandy 
Britannia 

Caesar: Gallic Wars 
Campaign to Stalingrd 
Chancellorsville 
Circus Maximus 
Civilization 

Colonial Diplomacy 
Colorado Rails 
Condottiere 

Deluxe Diplomacy 

Die Hanse 

Eastern Front 2nd Ed 
Emperors of Europe 
Empire Builder 
Empires in Arms 
Europe at War 2nd Ed. 
Fields of Glory 

Fire in the East 


Metal Gear Solid 

NBA Shootout 99 

NFL Game Day 99 

NHL Face Off 99 
Ninja:Shadow Darkness 


Other Life Azure Dreams 


Parasite Eve 
Resident Evil 3 
Suikoden 2 

Test Drive OffRoad 2 
Thrill Kill 

Tomb Raider 3 


Turok Dinosaur Hunter 2 


Xenogears 


RELEASE PRICE 


07/96 
11/97 
12/98 
05/99 
10/95 
09/95 
10/95 
05/98 
11/97 
03/98 
12/94 
11/97 
04/91 
08/95 
01/95 
03/98 
06/97 
11/97 
04/99 
06/94 
07/99 
11/96 
10/94 
12/92 


12/94 
12/94 
12/94 
06/98 
01/95 
12/94 
12/94 
12/94 
01/95 
02/97 
05/98 
12/94 
11/96 
12/94 
05/96 
03/96 
12/94 
09/96 
01/97 
02/95 


TITLE 


RELEASE PRICE 


TITLE 


RELEASE PRICE 


10/98 
12/98 
09/98 
10/98 
09/98 
07/98 
09/98 
12/98 
12/98 
11/98 
12/98 
11/98 
10/98 


$38.99 | Mare Nostrum 07/93 $9.99 Steel Panthers Arsenal 05/98 $36.99 
$42.99 Medieval 07/98 $32.99 Steel Pnthrs 2 Cmp 1 04/97 $14.99 
$48.99 Napoleon 1813 10/98 $42.99 Sti PnthersCmp1-2ea 08/96 $14.99 
$45.99 Napoleon in Russia 05/97 $17.99 Storm in the West 04/98 $33.99 
$28.99 North Vs. South 10/98 $42.99 TACOPS 98 02/99 $35.99 
$34.99 Oper Art War Ex Pk 1-2ea 08/98 $22.99 Tank Resistance 2024 05/98 $39.99 
$19.99 Operation Crusader 07/95 $34.99 Third Reich 10/96 $29.99 
$23.99 Opertion! Art of War 06/98 $39.99 Tides of War 09/98 $36.99 
$39.99 Over the Reich 11/96 $33.99 Tigers on Prowl 2 12/96 $41.99 
$24.99 Pacific General 07/97 $29.99  V Victory Bundle 11/95 $27.99 
$39.99 Pacific General Budget 07/98 $9.99 V Victory Utah Bch 02/95 $9.99 
$28.99 Pacific Tide 08/98 $45.99  V Victory Velk Lki 02/95 $9.99 
$19.99 Panthers in Shadows 09/95 $41.99 War Along the Mohawk 07/98 $28.99 
$19.99 Panzer General 2 10/97 $33.99 War Inc. 10/97 $29.99 
$34.99  Panzerblitz 03/99 $42.99 War in East Rostov 04/98 $24.99 
$34.99 People's General 09/98 $42.99 War in Europe 09/98 $39.99 
$34.99 Prelude to Waterloo 10/97 $19.99 Warinthe East: Crimea 04/98 $24.99 
$34.99 Road to Moscow 09/98 $42.99 Warinthe East: lzyum 04/98 $24.99 
$39.99 Semper Fi 02/98 $32.99 War in the East: Kiev 04/98 $24.99 
$18.99 Sid Meier's Gettysbrg 10/97 $22.99 War in the East: Leningrad04/98 $24.99 
$46.99 Stalingrad 02/95 $29.99 Wargame CS2 SD12 11/94 $14.99 
$29.99 Steel Panthers 10/95 $19.99 WargmeCS3w/Cmp1 06/97 $19.99 
$12.99 Steel Panthers 2 11/96 $19.99 West Front 09/98 $44.99 

$9.99 Steel Panthers 3 11/97 $26.99 Zulu War 09/96 $29.99 

BOARD GAMES 
$39.99 For The People 08/98 $43.99 Panzer Leader 12/94 $23.99 
$23.99 Give Me Liberty 04/95 $22.99 Rebels & Redcoats lor 2 05/95 $25.99 
$19.99 Great Western Railway 06/96 $32.99 Republic of Rome 12/94 $29.99 
$45.99 Guadalcanal 12/94 $26.99 Risk 03/96 $34.99 
$29.99 — Hannibal 03/96 $32.99 Samurai Swords 04/97 $39.99 
$32.99 HereComethe Rebels 12/94 $23.99 Saratoga 06/98 $24.99 
$11.99 History of the World 12/94 $27.99  Serenissima 04/98 $42.99 
$32.99 Hobbit Adventure 06/95 $32.99 Settlers of Catan 11/96 $34.99 
$42.99 Invasion: Sicily 05/98 $24.99 Stonewall in Valley 05/95 $29.99 
$16.99 Kremlin 12/94 $14.99 Stratego 07/96 $19.99 
$38.99 Krieg! 08/96 $36.99 The New Acquire 06/95 $25.99 
$41.99 Last Blitzkrieg 03/95 $24.99 Typhoon! 1941 11/95 $37.99 
$36.99 Lionheart 10/97 $35.99 Victory at Waterloo 09/96 $21.99 
$48.99 —Longstreet's Assault 01/95 $24.99 War To End All Wars 06/98 $17.99 
$32.99 Main Battle Tank 12/94 $23.99 War of 1812 01/95 $34.99 
$28.99 Napoleon's Battles 12/94 $24.99 Warhammer 40K 11/94 $59.99 
$27.99  Necromunda 11/95 $59.99 We the People 12/94 $29.99 
$41.99 On To Richmond 08/98 $34.99 Wooden Ships Iron Men 12/94 $19.99 
$39.99 Over the Reich 12/94 $31.99 World War One 09/95 $11.99 
$56.99 Pacific War 12/94 $39.99 World in Flames Dix 11/96 $89.99 
NINTENDO 64 | 

$44.99 Banjo-Kazooie 07/98 $52.99 NBA Live 99 11/98 $64.99 
$44.99 | Bomberman Hero 08/98 $52.99 NFL QB Club 99 08/98 $66.99 
$42.99 Castlevania 64 11/98 $56.99 NHL Breakaway 99 11/98 $66.99 
$42.99 Chopper Attack 07/98 $49.99 Perfect Dark 02/99 $62.99 
$44.99  Cruis'n the World 10/98 $52.99 Road Rash 64 10/98 $66.99 
$46.99 Dark Rift 07/97 $34.99 Star Wars:Rogue Squad 09/98 $64.99 
$49.99 F-Zero 64 08/98 $52.99 Survivor Day One 11/98 $56.99 
$51.99 Fighting Force 64 11/98 $66.99 Top Gear Overdrive 12/98 $66.99 
$45.99 Legend Mystical Ninja 64 06/98 $59.99 Turok Dinosaur Hunter 2 10/98 $64.99 
$42.99 Legend of Zelda 11/98 $64.99 WWF Warzone 08/98 $66.99 
$46.99 Madden Football 99 09/98 $62.99 Waialae Country Club 07/98 $53.99 
$48.99 Mission Impossible 08/98 $72.99 Wipeout 64 11/98 $62.99 
$48.99 | Mortal Kombat 4 06/98 $52.99 World Cup 98 05/98 $59.99 
$46.99 N64 System 09/96 $149.99 Yoshi's Story 64 03/98 $52.99 


10/98 


COMPUTER GAMES: BUNDLES COMPUTER GAMES: ARCADE 


Archives 4 09/98 $39.99 
Descent Defin Coll 01/98 $19.99 
Eye of Beholder Trigy 10/93 $15.99 
Gabriel_Knight Coll 07/98 $36.99 
ID Anthology 12/96 $99.99 
Rebel Assault 1 & 2 09/98 $32.99 
Space Quest Coll 2 10/97 $19.99 
Tex Murphy Collection 07/98 $44.99 


Ultima Collection 
Ultimate Baseball 
Ultimate Civ War Coll 
Ultimate Flight Srs 3 
Ultimate Racing Srs 2 
Ultimte Flight Sries 
Warcraft Battle Chest 
World of Combat 2000 


02/98 
09/97 
07/98 
09/98 
08/98 
01/97 
11/96 
08/98 


COMPUTER GAMES: TRADITIONAL 


Boardgames Unlimited 09/98 $39.99 
Bridge Delux 2 W95 01/98 $32.99 
Catz 3 09/98 $29.99 
Chessmaster 5500 10/97 $36.99 
Chessmaster 6000 08/98 $35.99 
Clue 11/96 $29.99 
Dogz 3 09/98 $29.99 
Don't Touch That Dial 10/98 $34.99 
Galaxy of Mahjongg 06/98 $19.99 
Great Fishing 06/98 $16.99 
Isle of Four Winds 09/98 $36.99 
Kuba 07/98 $29.99 
Leisure Suit Larry Casino 07/98 $39.99 
Mastermind 09/98 $19.99 


©1998 CHIPS & BITS, INC 


Monopoly Star Wars 
Monopoly 

Monopoly World Cup 
Power Chess 98 
Scrabble 

Shanghai Double Pack 


Shanghaii Grt Mom W95 


Sorry 

Star Wars Behind Magic 
Stratego 

Virtual K'NEX 

X-Files Unres Access 
You Dnt Knw Jk XXXL 
You Don't Know Jack 4 


10/97 
10/95 
06/98 
11/97 
09/96 
09/97 
11/95 
04/98 
09/98 
09/98 
09/98 
04/98 
01/98 
10/98 


$37.99 
$26.99 
$39.99 
$39.99 
$39.99 
$26.99 
$46.99 
$32.99 


$39.99 
$29.99 
$28.99 
$28.99 
$24.99 
$25.99 
$18.99 
$19.99 
$42.99 
$39.99 
$39.99 
$28.99 
$34.99 
$39.99 


applies. All sales final. S&H calculated on a per order, per shipment, and per item basis. The 
"per order’ charge is charged once per order placed, the "per item” charge is charged once 
for each item ordered and the "per shipment’ charge is charged once for each shipment we 
make to you. For each US order $10.00 will be allocated to a 12 issue subscription to 
Computer Games Strategy Plus. Call for details. 


3D Ultra Pinball CE 
Balls of Steel W95 
Choplifter 

Get Medieval 
Grand Theft Auto 
Lander 

Lode Runner |! 
Machines 


05/98 
01/98 
12/98 
09/98 
03/98 
01/99 
08/98 
02/99 


$39.99 
$29.99 
$44.99 
$34.99 
$39.99 
$26.99 
$26.99 
$44.99 


Marvel Comics 3D Pball 


08/98 


Pro Pinball Big Race USA 11/98 


Pro Pinball Timeshock 
Return Fire 2 

Rogue Squadron 
Sega Rally Champ 2 
South Park 

Super Puzzle Fighter 2 


12/97 
09/98 
11/98 
09/98 
04/99 
09/98 


$29.99 
$29.99 
$19.99 
$42.99 
$46.99 
$39.99 
$43.99 
$39.99 


FREE GAME OFFER! 


Spend the specified amount on any in-stock software and choose one free 
IBM game from the corresponding list. Request must be made at time of 
order. Offer good on in-stock software only, while supplies last. Limit 2 


per customer. Valid through 10/6/98. 


Spend $60 
ESPN Sports Shorts CD, Virus CD, Riddle Master Lu CD, Armed & Delirious 


Fable CD, Falcon 3.0 CD, Jagged Alliance Deadly Games CD, Temujin CD 


Spend $200 


Command & Conquer CD, Excalibur 2555 CD, Star General CD, Wizardry 


Gold CD 


Per Item 


7-10 Days 
Per Order $1.00 
Per Shipment $1.25 


$0.75 


Standard Priority Express 
U.S. Mail U.S. Mail 


2-3 Davs 
$2.00 

$1.00 
$1.00 


|Visa, MC & Discover accepted. Checks held 4 weeks. Money Orders under $200 same as cash. COD $8. Price, release, availability, shipping times & offer not guaranteed & are 
subject to change at any time. Hardware may require added S&H. Within 10 days defectives repaired or replaced at our discretion. After 10 days the manufacturer's warrantee 


Express Mail To Mail To 

Canada ‘The World | 
$2.00 $2.00 $2.00 $2.00 
$5.00 $13.00 $2.00 $2.00 
$1.00 $2.00 $2.00 $6.00 
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‘BALDUR’S GATE’ is set 
in the legendary 
Forgotten Realms cam- 
paign world. It features 
a transparent interface 
and gameplay that uses 
a real-time modification 
of the Advanced 
Dungeon & Dragons 
rules system. There are 
over 60 monsters to 
fight; you control a 
party of six, each with 
unique abilities and per- 
sonas. 5 CDs are filled 
with pre-rendered back- 
grounds, compelling 
music, and gameplay! 


Interplay (Roleplaying) 
Release: 9/98 
PC CD 


a “WEST FRONT’ is a fast paced, 


=] cal combat. Play in Campaign, ran- 


fee) 500 equipment & unit types. 
a) 


platoon-level game of WWII tacti- 


dom battle, or preset scenario for- 
mat. New mission types & charac- 
ter promotions, new terrain fea- 
tures, 50 new scenarios, 8 new 
Campaign games, & 16 player 
Internet/LAN mode. Full-function 
map & scenario editors let you 
create battles from a database of 


Talonsoft (War) 
Release: 9/98 
PC CD 


‘HEROES OF MIGHT & MAGIC 3’ 
Features new graphics, story line, 
expanded world, and enhanced 
game engine & multiplayer capa- 
bility. Computer and human play- 
ers are now forced to rebuild their 
castles after an attack. Includes 24 
heroes of 8 types, with more evil 
heroes and new evolving charac- 
ters. Combat is expanded to 
include more hexes. 


3D0 (Strategy) 
Release: 11/9 
PC CD 


The Ultimat 
E® 3 ioe 


neq tO 5 players over LAN, modem, or 


‘AXIS & ALLIES’ puts you in the 
middle of realistic WWII action! 
Spearheading your country’s mili- 
tary drive, you decide where & 
when to strike, & whether you 
make a strategic bombing raid, 
sneak sub attack, infantry attack, 
or anti-aircraft barrage. Buy arma- 
ments, develop secret weapons, & 
take over territory. Solo play or up 


Internet. 
Hasbro aati 

Release: 9/9 
PC CD 


‘FALLOUT 2’ This sequel to the 
popular roleplaying game will 
have a new cast of mutants, 
droids, ghouls, lizards, & flesh- 
eating plants. It features 
improved Artificial Intelligence, a 
Car, new armor, & new 
weapons.Give strategic com- 
mands to your party members, 
tell them to heal themselves, stay 
put, & even teach them new skills 
& abilities. 
Interplay hoe 
Release: 11/9 
PC CD 


5 ‘DESCENT 3’ New lethal weapons 


# objectives for each mission. Real- 


will be at your side as you obliter- 
ate the robot-infestation in the 
mines & on the surface! Every 
creature has personality & its Al is 
tailored to its environment. In- 
depth, diverse levels with multiple 


time lighting, new weapons, & 
new ships. LAN, modem, or 
TCP/IP play with up to 8 players. 


Interplay ery 
Release: 12/9 
PC CD 


SPlus1098pg4 


Unreal responses 

Regarding your Unreal review [CGS+ 94], there’s 
no question that it’s the most visually stunning 
game I've ever played. But is it fun? Not really. 
Has it advanced gameplay in ways never 
before seen or heard? Not really. Am | going to 
play it over and over like some of my other 
games? No. 

The game offers nothing besides fancy 
lighting effects and 3D sound. The gameplay 
has taken a step backwards as far as I’m con- 
cerned. There is no persistence, no coherent 
plot, and less of a reason to do anything than 
even in Quake II. Unreal's advanced Al con- 
sists of monsters that move out of the way 
before a weapon fires. That's not Al, that’s 
cheating. There are no damage skins that I’ve 
seen, no reason to keep the Nali alive after 
they've helped you, and levels that.end with- 
out warning. 

Unreal will go on the pile with the other dis- 
cards while | wait for the games to come out 
like Sin, Half-Life, Daikatana, and Duke Nukem 
Forever. | think I'll drive Lara around in the 
speedboat on the Venice levels in Tomb Raider 
Il some more.... 

CJ Lewis 
Via Internet 


| want to make it clear that this is in no way 
meant to come down on Mr. Mayer and | 
believe that he made his call on Unreal with as 
complete and objective honesty as a reviewer 
can do these days. | will not attempt to dis- 
pute his view on this wonderful game but 
instead will present my own. First of all | got 
Unreal right when it came out with the first 
batch of 50,000 copies. | had awaited it a long 
time (| have followed it ever since it was first 
announced in an obscure section of the pre- 
views ) but | still harbored some doubts, with 
all the hype surrounding this game could it 
really be what people had imagined the 
Quake killer to be ? 

In one word, yes! Those of you that believe 
that this is a game that is more a technological 
demo than a game ( something like U/tim@te 
Race Pro ) haven't played this game enough. | 
have beaten the game five times on the Unreal 
setting ( basically a death wish ) and it is only at 
this level that the claims of the advanced Al on 
the box are truly justified. Sure the Skaarj can 
do barrel rolls and throw themselves out of the 
way of incoming fire and it does get boring 
after a little while but there are times when the 
game reveals it’s true genius. 

Those of you that love eye candy will get 
plenty of it (even in the software mode), and 
every effect furthers the immersion into the 
game. The second level of the game is a prime 
example—| won't try and describe it to those 
that haven't seen it—I can’t do it justice. 

Oh and by the way, | didn’t encounter any 
bugs in this game during any time in my play 
and encourage anyone who had moaned 
about the quality of software these days and 


enjoy a good game to buy this. You won't 
regret it. 
Josiah J. Wiltfong 
josiahwiltfong@juno.com 


| like your magazine, but | don’t like what 

Robert Mayer had to say about Unreal. The 

story is there, you just have to interpret the 

environment and try to figure out what the 

hell’s going on. Also, | didn’t see any note in 

the Unreal box about crappy Internet play. | can 

usually play on the Internet lag free if there are 

under 12 people in the level. 

Keep up the good work on the magazine. 

Matt Walter 
Via Internet 


| like your magazine a lot totally agree 

with your review of Unreal. | love first-person 
shooters a lot and was really looking forward to 
the game. | bought a copy and was 

very disappointed. 

It wasn't what everyone thought it was 
going to be and didn't live up to my expecta- 
tions. Its three stars were clearly deserved. 
Now hopefully Sin, Daikatana and Half-Life will 
be better. 

Chris Sclafani 
Via Internet 


My goodness, your Unreal reviewer must be 
unwell, or possibly mentally ill. Or he might 
have played a different game than the one that 
I'm playing right now? Unreal is astounding— 
an incredible experience in every way. Make 
him play it over. 


Annie L. 
Via Internet 


Thanks for your good and honest review of 
Unreal. | though it was way overrated by the 
other magazines. 
Hunter Lind 
Via Internet 


NOW Wrestling 

In your preview for WCW Nitro [CGS+ 94] you 
Say, “Compete as one or more than 60 WCW 
and NOW wrestlers.” NOW? It’s NWO (New 
World Order). And who cares if wrestling is 
fake? Its entertaining, that’s all that matters! 


Ali (AKA: The GodFather) 
Via Internet 


Most people are completely unaware of the 
National Organization of Women’s involvement 
in wrestling... they run this fantastic series up 
here in Vermont... OK, you got us. It should have 
been NWO. We could make an absolutely hilari- 
ous joke about NOW and wrestling, but we 
wouldn't want to incur the wrath of feminist 
gamers throughout the world. -ed 


The remarks made about wrestling [CGS+ 94, 


WCW Wresting] were totally uncalled for. 
Wrestling fans don’t watch wrestling because 
they think it’s real, they watch it for the stories 
that develop. 

Wrestling is also just as much as a sport as 
baseball or basketball. It takes training and 
(usually) extreme athleticism. It’s about time 
wrestling is recognized as good entertainment 
and wrestlers given the respect they deserve. 
We wrestling fans aren't just a bunch of moon- 
shine drinking hicks. 


Mike Seder | 
Via Internet 


Wow, all this over the sentence “How you simu- 
late a ‘sport’ that’s completely faked is something 
of a mystery...” Not sure how you made the leap 
to implying that we feel wrestling fans are a 
bunch of moonshine drinking hicks, but none of 
us deny that professional wrestling takes skill and 
athleticism. It’s also easy to see why many people 
find it thoroughly entertaining. However, it’s not a 
sport—there’s no competition. Everything is 
choreographed and scripted before the match 
begins. That’s not only our definition, but also a 
legal one. (There have been various lawsuits 
against wrestling over the years, and the govern- 
ing bodies have elected to define it as entertain- 
ment, not a sport.) -ed 


Teenage wasteland 
What is with this awful attitude against 
teenage computer users? 

In every computer magazine there is this 
annoying stereotype saying “All 13-year-old 
computer users type with Caps Lock in chat 
rooms and play games like Doom and Quake 
because all teenagers have is twitchy trigger 
fingers.” , 

Well, | am a 13-year-old boy and hardly play 
Doom and Quake. They get quite repetitive 
quickly, and in my opinion require little or no 
strategy to succeed. | play Civilization Il on 
Deity, Warcraft I] and (| have beaten the dark 
portal mission) SimCity 2000 and win. 

| hope to see less teenage stereotyping in 
the future. 


Philip Kadet 
Via Internet 


We don’t feel that way at all about younger 
gamers, and as a rule, we try to avoid stereotyp- 
ing whenever possible. Besides, we tend to think 
every first-person shooter fan is a college student 
who hasn't discovered keg parties yet. -ed 


Pe ee 
WE’RE LISTENING 


Send all correspondence to 
editor@cdmag.com 
Letters may be edited for space considerations. 
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Not always satisfied with being the get- 
away driver, you allow Tread to hone his 
skills in close combat.. He considers it R&R: 


Your finest draft pick,:this former French 
spy master leads a raid on an unsus- 
pecting Nazi U-Boat. Use him widely for 
infiltration and sabotage missions. 


YoU CONTROL EACH 


You sendin your nautical expert to single- 
handedly remove a gunboat from the 
Nazi fleet. He will prove invaluable to 

you in all your naval operations. 


Las 


eo 


ur 


Callin your sniper to weaken 


enemy fortifications and 
expose this Nazi stronghold 
to a weapons, raid? To him 

every Nazi ens yee the one 


You send in your pyro lovin’, munitions 
expert to take out enemy ‘mobile*missile 
capability. Apparently, there’s plenty’ of 
dynamite to go‘around. 


When'the going gets tough, you 

send. in,your fiercest warrior to 

finish the job. Tiny takes outa 
communications center without: 
the usual Supporting cast. 


DON’T LET 
COMMANDOS 
SNEAK UP ON YOU. 
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? Gaming Masterpiece 


aS The Fantasy 


~. *-www.ultima-ascension.com 


